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Genesis' 16-bit. The ultimate dimension in game play. 

For the first time, the powerful technology used in arcade games has 
come home to let you play games that look, sound and play exactly like 
they do in the arcade. 

Genesis brings games alive with vivid high-definition graphics. Voices, 
sounds and music so true they turn the game into a reality you can feel. 
Plug in a pair of headphones for stereo sound that surrounds you. And 
soon, with the TeleGenesis" modem, you’ll be able to play against friends 
in other cities. Or across town. 

The incredible reality of Genesis could only be brought to you by 
Sega? the master of arcade entertainment. Creator of arcade block¬ 
busters like Out-Run" Altered Beast" Thunder Blade” Afterburner? 
Zaxxon" and Shinobi" 

The power has been unleashed. The adventure begins. And this is just 
the beginning of the Genesis era. 




























THE NEXT TIME YOU'RE BORED, 
TWIDDLE YOUR THUMBS. 



Pop your knuckles and fire up your fingers, 
because Konami's coming at you with six awe¬ 
some new hand held video games. 

Based on your favorite arcade and home 
video hits, these boredom busters are packed 
with action. 

And they're portable, so you can slam dunk 
a basketball in the car, take the Teenage Mutant 
Ninja Turtles® out to lunch, or launch a heat 
seeking missile from your grandma's condol 

KONAM! 
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The adventures of Dino-Riki began in pre-historic times when ancient 
dinosaurs ruled the earth. Dino-Riki is determined to establish mankind's 
future in this violent age by exploring and fighting his way through deserts 
filled with quicksand, sinking lotus swamps, dark caverns and deep 
canyons. In his quest, Dino-Riki is armed with a shooting weapon that will 
change and progress from rocks to axes, to boomerangs and to fiery 
torches. There are many hidden items that will help Dino-Riki to increase 
his strength, extend his life, fly like an eagle and one that will change Dino- 
Riki to "Macho-Riki", the ancient warrior, etc... Dino-Riki will need all the 
ancient knowledge and items he can find before facing the dinosaur 
bosses: Tyrannosaurus, Pteranodon, Monster Fly and Giant Cobra. 

Play with Joycard Sansui SSS™ for maximum sound effects. 
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READER MAIL 


A CAUTIOUS BUYER 

Dear VG&CE: 

I love your magazine and the video- 
game business. Before I start, I want to 
make it clear that I own Nintendo, Sega 
and Atari video-game systems, so at this 
point I am partial to no one. 

I've got some gripes: I am tired of read¬ 
ing over and over how “great” some 
games and peripherals are that, in my 
opinion, are awful. Specifically, the Ghost- 
busters game is completely unplayable 
and frustrating for me, so I sold my NES 
cartridge. The same goes for Rampage. 
There is so much hype over this game. 
It has a continue feature so you never 
have to “die," and in a little over three 
hours I was able to get to the end. 

I have bought countless joysticks that 
I have returned to the store for a refund, 
all made by third-party hardware de¬ 
velopers, that either didn’t function as 
promised, were poorly made or were just 
too awkward to use. 

I’m also going to be very selective 
about any future cartridges I buy this year 
(and beyond) for the NES and Sega— 
I’m really burned by the $44.95-and-up 
price tag on new games. It’s just get¬ 
ting too expensive. 

I don’t like what I see happening out 
there, and there must be others who feel 
as I do. In the meantime, I’m going to 
continue to enjoy to the max the carts 

—Barbara J. Major 
Tacoma, Washington 

P.S.—I also take great exception to the 
recent review of Mickey Mousecapade 
by Christie Hewlett in your June issue. 
This is an excellent cart for novice gamers 
to start with. It gives you just enough of 
a challenge while leaving your confidence 



intact, and it has that element lacking 
in so many of the “sophisticated” 
games—fun. It doesn't bother me that 
it isn’t the most difficult game out there. 
Even though it is one that I have com¬ 
pleted, I am keeping it in my game library. 

Your gripes about product quality cer¬ 
tainly are valid; in any industry, you’ll find 
sub-par and above-average products be¬ 
ing released to the buying public. As far 
as our reviews go, they are simply one 
person's opinion. In the same sense as 
movie and restaurant reviews, there will 
be varying feelings about a specific 
product—depending on a person’s 
tastes—and we don’t try to pretend that 
VG&CE reviews are the only correct as¬ 
sessment. The best way to judge whether 
you like a product or not is to try it, but 
our reviews will give you a feel for the 
content of the product and quality from 
a visual standpoint. 

I also agree that video gaming is be¬ 
coming quite an expensive hobby. In all 
fairness, you have to take into account 
how the quality of these games has in¬ 
creased over the years—particularly in 
comparison to the now-ancient Atari 2600. 
Looking at the TurboGrafx-16 and Gen¬ 
esis as an evolution of the 2600, you’ll 
see why these devices have increased 
in price. Games now require teams of 
programmers, artists and musicians to 
create, whereas a 2600 game would often 
be constructed by a single author. Nat¬ 
urally the costs are passed on to the 
consumer. 

HEAR YE, HEAR YE! 

Dear VG&CE: 

ST-PLUG is publishing a non-profit, 
monthly newsletter, reviewing and inform¬ 


ing Atari ST owners of new products for 
their computer. 

We would like to offer a complimen¬ 
tary Atari ST newsletter to readers of 
VG&CE. If you’re interested, please send 
your name and address to: 

ST-PLUG 

1670 Heron Road, Box 22026, 

Ottawa, Ontario, Canada K1V 0C2. 

—Dan Panke 
President, ST-PLUG 

Thanks for your gracious offer, Dan. 

BITING INTO MACINTOSH 

Dear VG&CE: 

I own an NES, but I also own a Macin¬ 
tosh SE/30 system. I love both of them. 

I also love your magazine and think it’s 
the best. 

You already have articles for Apple, 
IBM, Atari, Amiga and Commodore, but 
do you think you could devote a little 
more space to the Macintosh? 

-Matt Miller 
Ventura, California 

Thanks for the kind words, Matt. We’d 
be happy to print more articles and 
reviews for the Mac, but, unfortunately, 
the Mac isn’t as well supported by game 
manufacturers as other computers are. 
Though this trend seems to be revers¬ 
ing somewhat, I think you’ll find most 
game development taking place for the 
IBM PC and Commodore 64 first. After 
those brands are addressed—as this is 
what most of the computer gamers 
own—Atari, Amiga, Apple and Mac are 
considered. 

When a larger share of games are de¬ 
veloped for the Mac, you’ll undoubtedly 
see more reviews in VG&CE with “Macin- 
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WIZARDRY'S 



HEART OF THE MAELSTROM 


LOSE YOURSELF 
IN A NEW GENERATION 
OF WIZARDRY! 

The Legacy Continues... 

I able power that has protected the city tor generations, 

'• '“Butno^tlirs'ages'have discovered that , || let '*^ r ® as0n 

* intrepid party must rush headlong into the ... 

Wizardry, you will find'. 

sMTAissssaff 

nd much, much more. . 

New Abilities 

tight tor your party. 

Over 40 brand new spells, 60 in all. A unique and totally new 
ma gic system. ^ Comhat System 

will test your strategic powers as well as your strength. 

New Monster Encounters 
Converse, buy, sell, trade steal or stand and fight ,n a 
, dungeon tilled with real characters. 

For the most exciting experience available 

in fantasy role-playing, enter 
Heart of the Maelstrom! 






SIR-TECH 


Now 

available 

for: 

•Apple II Series 
(5'/4 inch only) 
•MS-DOS 
machines 
(3Vz inch 
and 5V4 inch) 




READER MAIL 


tosh” in the version list. 

PAT ON THE BACK 

Dear VG&CE: 

I commend you on your magazine’s 
remarkable depth. Instead of the usual 
low-class magazines that concentrate on 
video games, yours is the first to really 
go under the packaging to provide in¬ 
teresting, informative articles. The Inside 
Gaming section is especially outstand¬ 
ing. Your experience in the field makes 
you the best—-I really mean it. Keep up 
the good work. 

—Daryel Bush 
Nashville, Tennessee 

Thanks for sticking with VG&CE, 
Daryel. We're glad you enjoy it. 

We try to mix computer and video- 
game coverage to give our readers all 
the information that they need to make 
good buying decisions. The Inside Gam¬ 
ing column and the monthly interview also 
help to show some of the behind-the- 
scenes of the game-development proc¬ 
ess. Considering that the majority of our 
readership own both a computer and a 
video-game console, we feel that the 
VG&CE package is the only place to turn 
for quality information. 

REMEMBER COLECOVISION? 

Dear VG&CE: 

Here is our money order for a sub¬ 
scription to your great magazine. We are 
very happy to see a magazine about vid¬ 
eo games again—it’s made our day! My 
son has a Nintendo, so we will be look¬ 
ing forward to information on NES games. 

I do have a question that I hope you 
can help me with: Is there anyplace that 
I can get my Colecovision fixed? With 
over 50 cartridges and all the add-ons 
that they came out with, I’d hate to just 



forget about it. I wrote a letter to Cole- 

Thank you and keep up the great job. 

—John Clark 
Montpelier, Indiana 

We're glad that VG&CE is what you are 
looking for, John. 

We made a few phone calls and found 
out some interesting info on the Coleco¬ 
vision system: Coleco still has a bunch 
of authorized Coleco/ision service centers 
around the country. To find the one nearest 
you, just give a call to their customer ser¬ 
vice department at (518) 773-3040. We 
hope that solves your problem. 

GOOD JOB, BUT.. . 

Dear VG&CE: 

My compliments on two well-done is¬ 
sues (June and July 1989). Another in¬ 
teresting thing was that you got the July 
issue to me rather early. How do you guys 
do that? 

On the June issue, those were great 
photos on the cover and in the RoboCop 
article. Send my compliments to Ladi von 
Jansky. Also, thanks for the info on the 
TurboGrafx-16, and I enjoyed the inter¬ 
view with Don Mattrick. 

I would like to point out two mistakes, 
though. In your May 1989 issue, on page 
20, under the second photo, I think that 
is supposed to be Street Fighter, not Fight¬ 
ing Street. And in the July 1989 issue, 
in your Reader Mail's second letter, the 
writer points out that the Tengen cartridge 
fits “in your NEC machine.” I believe that 
should be NES. Thanks. 

—Dale Scheihagen 
Dallas, Texas 

To answer your first question: Sub¬ 
scribers should receive their issues in the 
middle of the month before the cover date, 


and the magazine goes on sale at news¬ 
stands around the 25th. 

Thanks for your comments and com¬ 
pliments, Dale We pride ourselves on the 
fact that we use some of the most talented 
photographers in the world. 

As far as the mistakes you brought to 
our attention: We plead guilty on one of 
them. Indeed, it was the VG&CE editors, 
not B.J. Major (who seems to be a fre¬ 
quent Reader Mail contributor), who 
mixed up NEC with NES. Of course, at 
that time, we had “NEC on the brain" 
because of our TurboGrafx-16 coverage. 
Ms. Major meant that the Tengen car¬ 
tridges fit in the Nintendo Entertainment 
System or NES. 



As you can see in the accompanying 
picture, the game that we know as Street 
Fighter in America is called Fighting 
Street in Japan. The Japanese system 
was the source of many of the prelimi¬ 
nary PC Engine/TurboGrafx-16 pictures 
we printed. When the catalog of Japa¬ 
nese games comes here, you might see 
some name changes similar to this one. 


Letters to be considered for publica¬ 
tion should be addressed to Reader Mail, 
VG&CE, 9171 Wilshire Blvd., Suite 300, 
Beverly Hills, CA 90210. Letters may be 
edited for style, clarity and space con¬ 
siderations. We regret that we cannot re¬ 
spond to all mail received. 
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NEWS BITS 



Software pirates around the world are find¬ 
ing that stealing computer games carries its 
own form of punishment. Leisure Suit Larry 
in the Land of the Lounge Lizards has turned 
up in a virus-infected illegal edition in many 
countries, including England, Switzerland and 
Germany. 

Sierra's legal edition of the game is, of 
course, free of any virus, but pirated copies 
have bitten the hands of those who stole 
them. Some bank systems in the U.K. were 
casualties of the infected stolen software, but 
the biggest mess occurred in the Netherlands. 
Some civil servants put the pirated version 
into the government's computer system and, 
when the virus activated, wiped out the en¬ 
tire financial administration. 


A combination 19-inch television set and 
Nintendo-compatible video-game console will 
be available in the United States by spring 
1990. Sharp Electronic plans to sell the unit 
for approximately $800. 

Sharp is the only company authorized to 
manufacture a Nintendo-compatible console 
in Japan. It hopes to secure a similar arrange¬ 
ment for the United States so that its forth¬ 
coming video-game TV will accept Nintendo 
cartridges. 


The Software Publishers Association (SPA) 
reports that Americans spent $262.6 million 
on home-computer entertainment software in 
1988. That is a 28.5% increase over 1987's 
total of $204.4 million. 

MS-DOS represents the biggest slice of the 
game market ($123.8 million), followed by the 
Commodore 64, Apple II and Macintosh. Sales 
of MS-DOS-compatible computer games rose 
almost 60% for the year, according to the 
SPA. 


Five lucky buyers of Vette! (Spectrum Holo- 
byte) will get all-expenses-paid trips for two 
to San Francisco in Spectrum Holobyte's 
sweepstakes. Designed to promote its new 
urban racing simulation, the contest is a se¬ 
ries of five random drawings from the regis¬ 
tration/warranty cards returned for Vette/ The 
sweepstakes closes December 29. 

Each winner in the "Drive a Vette Through 
the Streets of San Francisco" sweepstakes 
receives air fare for two from anywhere in 
the U.S., hotel accommodations for three 
nights, the use of a Corvette for the four-day 
weekend and $2,000 cash spending money. 

Complete rules are found in packages of 
Vette!, which is available for IBM PC, Amiga 
and Macintosh computers. It allows the arm- 


Proof now exists that UFOs are real. Seen 
first in the skies over Champaign, Illinois, the 
unidentified flying objects have now been 
identified as high-performance spacecraft. 

The latest twist on computerized flying craft 


Bruce ( Flight Simulator Artwick, of subLogic 
Corp. The unique one-man (or one-alien) ship, 
capable of aerodynamic and quantum flight, 
comes with a stealthy mission: harvest Earth's 
fuel, to be traded for supplies back at the 
mothership. The unarmed UFO must stay un¬ 
detected by humans to continue grabbing the 
goods. 

UFO, initially for IBM PC computers, is 
stuffed with high-tech gadgetry to keep the 
pilot busy, including anti-gravity propulsion 
that permits UFO-style hovering, a gluton drive 
to boost the ship into orbit, equipment to con¬ 
trol the aerodynamics of the ship and 
thrusters for landing and space docking. A 
tractor beam is used to dock with the mother- 
ship (or to capture human aircraft), and the 
ship can be made invisible during low-level 
flight. UFO features new experimental graph¬ 
ics and special effects and also interfaces with 
subLogic’s Scenery Disks. 



chair racer to drive any of four Corvette 
models up and down the scenic hills of San 
Francisco. 
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STRAP IN 

FOR FULLTHROTTLE 
ACTION. 

SKY SHARK • FOR YOUR NINTENDO ENTERTAINMENT SYSTEM? 


)N READER SERVICE CARD. 






ESP Corporation, a Chicago-based compa¬ 
ny incorporated by the shareholders of FASA 
in 1987, is planning for 150 BattleTech Centers 
across the U.S. and Canada. The first 
computer-entertainment gaming parlor will 
open in Chicago in late 1989. Other locations 
have not yet been named. 

BattleTech Center is an environmental com¬ 
plex simulating a fictional universe. Eight play¬ 
ers, each in an enclosed cockpit, compete or 
cooperate in the starbase-style action. Each 
console has three computers with 32 mega¬ 
bytes on board, networked with the other pits 
in play and connected by radio for inter-pilot 
communications. The player constantly sees 
the other gamers' vehicles and movements, 
as well as the surrounding terrain. 

The BattleTech Center gaming experience 
is heightened by its surroundings. The lobby 
area is decorated as a starship's wardroom. 
TV monitors broadcast futuristic newscasts, 
instructions to players and views of games 
in progress. The player next advances into the 
Combat Information Center and Embarkation 
Hall, where up to a dozen video monitors con¬ 
tinue the broadcast information bombardment. 
A uniformed "officer" gives players their or¬ 
ders. Then the two four-player teams are en¬ 
couraged to confer about strategies or 
research information about the universe on 



Players next move into the Launch Area and 
approach their cockpits on catwalks. Inside 
each vehicle, a 25-inch color monitor forms 
the front window. A secondary screen dis¬ 
plays the radar and vehicle damage. Other fea¬ 
tures include weapon-selection displays, 
throttle control, directional pedals, a ceiling 
message center, an engine-instrumentation 
panel and a damage-control computer. 



Each BattleTech Center will cost about 
$750,000 to build. The game has also been 
licensed for Japan, and the first Far Eastern 
Center will open shortly after the Chicago in¬ 
troduction this fall. 

The Center will either book reservations for 
teams or mix and match individuals on the 
spot. A half-hour of playing time should run 
$5 to $6. 



1. Hard Drivin' by Atari 

2. Off Bead by Leland 

3. Operation Thunderbolt by Taito 

4. Narc by Williams 

5. Chase H.Q. by Taito 

6. Team Quarterback by Leland 

7. Cyberball by Atari 

8. BoboCop by Data East 

9. Out Bun by Sega 

10. Power Drift by Sega 


1. Strider by Capcom 

2. Turbo Outrun by Sega 


3. Mechanized Attack by SNK 

4. Apache 3 by Data East 


1. Ninja Gaiden by Tecmo 

2. Wrestle War by Sega 

3. Cabal by Fabtek 

4. Bottom of the Ninth by Konami 

5. Splatterhouse by Sharp Image 
8 Capcom Bowling by Capcom 

7. Final Round by Konami 

8. Superman by Taito 

9. Cobra Command by Data East 

10. Shinobi by Sega 
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TAKENO 

PRISONERS. 



OPERATION WOLF® FOR YOUR'NINTENDO ENTERTAINMENT SYSTEM? 

Now you can thrill to the 
world's best arcade game 
right on your Nintendo Enter¬ 
tainment System® Operation 

rescue mission you'll never 
forget. Mind-blowing arcade 
quality graphics put you 
behind enemy lines where 
you must destroy the terror¬ 
ists and save helpless prison¬ 
ers. One play and you'll know 
why it's the world's number 1 
arcade game. Operation Wolf® 

standard controller. 

For more arcade quality fun 
at home, grab Taito's other 

Nintendo Entertainment Sys¬ 
tem® Renegade] M the fast 
paced street-style Karate 
brawl. Bubble Bobble,™ the 

delight. And coming soon. Sky 
Shark,® the arcade's meanest, 
most explosive high-flying 

TAiTO 


DN READER SERVICE CA 






Knowing about Taito's home video and 
computer games can earn a trip to the set 
of MTV's Yo! MTV Raps show in New York. 
For five months this fall and winter, a dozen 



Two wrestling Ians won a trip to this year's 
Great American Bash at a demonstration of 
FCI’s forthcoming World Championship Wres¬ 
tling for the Nintendo. Sean True and Eric 
Sandberg received a trip to Baltimore for the 
Bash, a major wrestling event staged by the 
National Wrestling Alliance, to see the grap- 
plers who star in the video game. 

On hand for the contest was the NWA's 
best-known tag team, the Road Warriors. 
Hawk and Animal posed for photos, signed 
autographs and even played FCI’s soon-to-be- 
released cartridge. 



teen and computer-game magazines will carry 
details of Taito's "Say Rap, Say Taito, Say Yo" 
contest. 

Alan Fetzer, Taito Software Inc. president, 
is very optimistic about the contest, stating 
that the company hopes to receive over 
100,000 entries. "We wanted to find some¬ 
thing as hot as video games. We could have 
had a high-score contest or taken somebody 
for a plane ride [to tie in with Sky Shark], but 
we feel that most kids are into rap. The only 
thing as hot as Nintendo is rap." 

To qualify, the gamer reads the Taito rap 
on the contest flyer and fills in the names of 
Taito games on the entry blank. The grand 
prize is a trip for four to MTV's number-one 
show to meet an actual rapmaster. Second, 
third and fourth prizes include Side Out sports¬ 
wear, Reebok sneakers and Ray Ban sun¬ 
glasses. Taito will also give early entrants 
buttons and T-shirts. 



market as an entertainment software label un¬ 
der a new deal with Miami-based Intracorp. 
The first titles covered by the new affiliate 
agreement are Superman: Man of Steel, 
Millennium Warriors and Security Alert. 

First Star was founded in 1982 by Richard 
Spitalny and Fernando Herrera. Its past hits 
include Boulder Dash, Astro Chase and Spy 
vs. Spy. First Star had become a design house 
with games including Rockford (Mastertron- 
ics| and Omnicron Conspiracy (Epyxj to its 


The latest game cartridge for the Etch-A- 
Sketch Animator 2000 is Flyby, a jet flight 
simulator. The pilot controls the take off, land¬ 
ing and navigation, as well as in-air flying se¬ 
quences. It's not Flight Simulator II, but it is 
a great deal more than you might expect on 
the high-tech toy from Ohio Art. 

Etch-A-Sketch was introduced in 1960. In 
1986 the Etch-A-Sketch Animator added a 
microprocessor to the classic drawing toy 
which let artists connect 12 pictures into an 
animation. In 1988, Ohio Art introduced the 
Animator 2000, a programmable laptop draw¬ 
ing and animation system that uses a touch 



pad to put drawings on-screen. Its enhanced 
capabilities included 30 computer-aided draw¬ 
ing functions, 22 screens and 99 frames of 
animation at variable speeds. 

The Animator sells for $130. Other titles 
currently available on cartridge ($25) include 
a miniature-golf game, a road-racing contest 
and a fighter-pilot simulation. 


Acclaim, Tradewest and American Technos 
reached an out-of-court settlement concern¬ 
ing licensing and distribution of Double Dragon 
II: The Revenge. Under the terms of the agree¬ 
ment, Acclaim will introduce the NES version 
of DDII early in 1990. Tradewest will continue 
to be the sole supplier of the NES version of 
the first game. Double Dragon, and will also 
merchandise the floppy disk version of Dou¬ 
ble Dragon II. 

Ken Iwamoto, president of American Tech¬ 
nos, commented on the settlement: "We're 
very pleased that the three companies could 
come to an amicable agreement on their own. 
Now, everyone can enjoy the Double Dragon 

The two Double Dragon games were 
designed by Technos Japan Corporation, the 
parent firm of American Technos. 


A 40-minute tape filled with hints for scor¬ 
ing more on popular Nintendo cartridges is 
available from Studio Video Distributing. Vid¬ 
eo Game Guide: Volume I, which will retail 
for $9.95, is hosted by five young gamers, ages 
11 to 16. 

The first volume in this video cassette se¬ 
ries contains tips for rolling up higher scores 
in Legendary Wings, Adventures of Lolo, Bi¬ 
onic Commando, Cobra Command, Adventure 
Island, Milon's Secret Castle, Rampage, Gol- 
go IS Bomberman and Joust. If the initial tape 
is successful. Studio Video will follow up with 
an additional volume to cover more Nintendo 
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by Andy Eddy 


Less than a decade ago, if you 
mentioned the word "Atari" in 
conversation, talk would rapidly 
turn to fun and games on a TV 
screen, titles like Battlezone and 
Space Invaders and how long 
you played the night before. 
Atari sold millions of their 2600 
game consoles and was king of 
the video-game hill—sort of the 
Nintendo of the early '80s. 

Then the Crash of 1984 came 
about, Atari ended up breaking 
up into two different companies 
(Atari Corp., the computer 
manufacturer, and Atari Games, 
the coin-op company and parent 
to Tengen) and, as we well know, 
Nintendo took over as reigning 
champ of the game market. But 
reputations and ghosts of the 
past hang tough. Although they 
still sell some video-game 
products. Atari (Corp., that is) is 
also having trouble selling its 
powerful ST line of computers to 
serious users because of their 
strong ties to electronic-game 
machines. There's an old saying 
that seems to fit here: The more 
things change, the more things 


stay the same. 

In the June and August issues 
of VG&CE, we profiled the Game 
Boy, a portable, cartridge-based 
game system from Nintendo. 
Recently, though, some behind- 
the-scenes developments have 
been made which directly attack 
Nintendo's handheld and will 
likely bring Atari's name back to 

[■.39 a t6 -HI 



the forefront of video-game in¬ 
dustry. Due for release by the 
time you read this, this handheld 
will be called the Lynx. 

A Handy Game Machine 

Atari's unit varies from the 
Game Boy in a number of ways. 
Primarily, the Lynx has a built-in 
color LCD (liquid crystal display) 
screen with backlighting. The 
display not only dramatically les¬ 
sens the eyestrain associated 
with playing on a small screen, 
but, coupled with the backlight¬ 
ing system, also permits the user 
more freedom in where it can be 
played. It can be used in a plane, 
a car or a darkened room, with 
no visibility problems, and hav¬ 
ing a 3y2-inch (diagonal) color 
screen is the cherry on top. 

The images are crisp and rich¬ 
ly hued, displaying up to 16 
colors simultaneously out of a 
palette of 4,096 colors in a reso¬ 
lution of 160x102 pixels. Also, 
the processing speed of 16 MHz 
is faster than many full-sized 
computers on the market, a fea¬ 
ture that allows for smooth, 
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cases). Some games let multiple 
players team up for cooperative 
play. 

Lastly, lefthanders will be in¬ 
terested in another feature of the 
Lynx that will directly benefit 
them. With a push of two but¬ 
tons, the screen image will flip 
upside-down, enabling comfort¬ 
able left-handed configuration of 
the controls by simply turning 
the machine 180 degrees. This 
represents an innovative break 
from tradition. 



quick animations and clean 
sound generation. The system's 
64 kilobits of RAM and capabili¬ 
ty of handling game cards con¬ 
taining up to 16 megabits of 
information don't hurt either. 

Similar to the Game Boy, the 
Lynx also uses battery power, 
but, understandably, at a much 
higher rate: Six AA batteries last 
approximately four to six hours, 
but AC adapter and cigarette 
lighter (no price announced at 
press time) power attachments 
are available for long-term use. 
The Lynx is also larger than the 
Game Boy, though it still is com¬ 
fortable from a size and weight 
standpoint: It measures 414 
inches x 1014 inches x 114 



inches and weighs in at a mere 
one pound. 

The unit also comes complete 
with an eight-way "joypad," two 
fire buttons and three option 
buttons (that allow up to five 
different functions), as well as 
volume, brightness and contrast 
controls. There are also a couple 
of jacks provided: a headphone 
jack for private game sessions 
and a Comm-Link communica¬ 
tions port for multiplayer games. 
Not only will the Lynx's Comm- 
Link cable allow head-to-head 
play, with each player seeing the 
action from his respective view, 
but up to 16 players can com¬ 
pete in this manner (though soft¬ 
ware may limit this in some 


Handheld History 

Though it was introduced at 
the summer CES in Chicago, the 
history of the Lynx spans many 
months before. The project ac¬ 
tually started under Epyx in 1987 
when Dave Needle (then recent¬ 
ly departed from Apple), R.J. Mi- 
cal (who was finishing up 
contracts at his own company) 
and Epyx's then-Chairman Dave 
Morse brainstormed that a port¬ 
able color game system would 
be exciting, even though it 
would be pushing the limits of 
technology. Needle and Mical 
have experience with technolo¬ 
gy's boundaries, as they were in¬ 
tegral in the development of the 
Amiga computer before it came 
under Commodore's roof. 
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The important concept to the 
trio was developing technology- 
based entertainment products. 
"Some people create works of 
art, make one or two of them, 
then sell them to rich people," 
Needle said, "but that's not what 
we're interested in. We're in the 
business of consumer electron¬ 
ics. .. we want it to be fun." 

VG&CE first saw it demon¬ 
strated behind closed doors at 
the winter CES in January 1989. 
At that time, Epyx was in the 
middle stages of completing the 
hardware, and the Handy Game 
(as it was being called at that 
point) was nowhere near as 
portable as it was intended: The 
project was then a series of cir¬ 
cuit boards and other specialized 
hardware that took up much of 
a small room. The positive side 
was that it was the first working 
model and an early indication of 
the system's capabilities. 

In the course of the six 
months from January to June of 
1989—up to the summer CES in 
Chicago, where the unit was first 
shown under Atari's name—the 
project went through major 
changes. In the end, it was 
decided that it would benefit 
both Epyx and Atari for the Lynx 
to be "split" between the two 




companies—Atari would handle 
the production and marketing of 
the hardware, through their over¬ 
seas manufacturing plants and 
existing sales network, and Epyx 
would oversee the development 
of software for Lynx. This ar¬ 
rangement was literally inked in 
the hours before the Lynx was 
to make its debut at the June 
1989 CES, and it was shown 
successfully in Atari's booth. But 
the transition from one compa¬ 
ny's charge to another can often 
spell disaster for a product. "We 
were happy that we didn't have 
to throw away any features," 
Needle noted. "It just got better." 

Showing Your Wares 
The key to any game machine, 
though, is the software that is 
available for it. The games we 
saw demonstrated on the Lynx 
were quite impressive, and 
some, due to Epyx's role in the 
product, are familiar to computer 
gamers. Here's a list of what is 
currently available (all will retail 
for $34.99): 



California Games— In a dupli¬ 
cation of the popular video and 
computer game, this entry in the 
Games series lets you compete 
in a number of sports: skate¬ 
board high-jumping, BMX bicy¬ 
cling, foot bag booting and 
freestyle surfing. This is the 
game that will be packaged with 
the Lynx. 

Gauntlet III— In the typical 
Gauntlet style, this game sets 
one or more players on a trek 
through castles and outer space 
in search of the Star Gem. The 
journey contains over 20 ene¬ 
mies and more than 20 levels of 
action. Gauntlet III is the first to 
utilize an alternate handling of 
the Lynx: You hold it at a 
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90-degree angle from "normal" 
play, in an upright position; con¬ 
trol is still comfortable in this 
mode. 

Rampage —Mutant monsters 
have been let loose on the city 
and are making a big mess. No, 
you're not the one to stop 
them—you are them! Playable 
with multiple players, you have 
to wreck everything in your path, 
and avoid the planes and tanks 
that fire on you. 

Electrocop— This exciting 
game adds depth and 3-D per¬ 
spective to the action. The play¬ 
er has to wind his way through 
a building sprinkled with mazes, 
booby traps and sinister robots, 
trying to discover the combina¬ 
tion to locked doors en route to 
saving the President's daughter. 
Weapons and other battle aids 
can be acquired along the way. 

The Gates of Zendocon— 
Packing only a neutrino laser, 
photon bombs and destructor 
shield (as if they weren't 
enough!), the player must es¬ 
cape from the Zendocons, 
through over 50 various 
universes. This arcade-like, scroll¬ 
ing shoot-'em-up is tough. 

Blue Lightning— Hop in your jet 
and fly at the highest possible 
speed, combating enemy pilots 
and ground targets. You'll face ten 
missions with five different ter¬ 
rains and will be equipped with 
two different forms of weapon 
to help you get through. Akin to 
After Burner, this game held our 
attention for hours. 

At the present time, all soft¬ 
ware development is taking 


place through Epyx (though the 
first six titles will be marketed 
through Atari). There are plans to 
license third-party developers to 
create a catalog of software for 
the Lynx, but at press time there 
were no companies that Atari or 
Epyx could firmly announce. 

The Lynx package is certainly 
a good deal. For $149.95 you get 
the game machine, the Califor¬ 
nia Games cartridge, an AC 


Comm-Link cable. This com¬ 
pares favorably to the Game 
Boy's $90 package price, for 
which you get the game system, 
Tetris cartridge, Video Link cable 
and "bud" stereo headphones. 

So, Atari is back in force. 
They've recently realized how it 
feels to go from rags to riches— 
and back again. There's no doubt 
that with the Lynx, they are 
shooting for the top once more. 
And they may very well make it. 


adapter, a carrying case and a 





OCTOBER 









VJ5sD uhffle 


TRICKS^ COPES & SirRAfHiiiES 

A Videocassette on 
Nintendo' Compatible Games 

LOADED WITH SECRET PASSWORDS, 
WINNING STRATEGIES, AND AMAZING 
TRICKS FOR YOUR FAVORITE GAMES 
INCLUDING: 

DOUBLE DRAGON CONTRA 
BLASTER MASTER RAMBO 

SIMON'S QUEST LIFE FORCE 
METAL GEAR 




i Available at i 
finer retail outlets 


‘Registered trademark of Nintendo* America Inc. Neither this tape nor its packaging ate authorized, sponsored, licensed or approved by Nintendo* of 


America Inc. or Nintendo* Japan, and these companies are not in any way responsible for content of the tape or the packaging. 








VIDEO GAMES 



REVIEWS 


Vegas Dream 

HAL America 

For the Nintendo Entertainment System 
(Price to be announced) 

T 7 egas Dream turns your NES into a gambling machine on 
which you can play blackjack, slot machines, roulette and 
r keno. The graphics are bright, the music is bouncy 
and the whole thing is a lot of fun, I think it even lets you win a 
little more than you would in the "real" world. 

The opening screen of Vegas Dream shows the Vegas Strip of 
flashing lights on all those fabulous casinos. You can enter your name 
so that the game knows you, moving a hand around a window con¬ 
taining the letters of the alphabet. You can even put a Mr. or Miss- 
sorry, no Mrs. or Ms.—in front of your name. More than one can 
play, and money can be transferred between players. The name- 
entry screen precedes both of the choices on the opening screen: 
Vegas Dream and One Spot. These both allow you to play the same 
games, so I'm not sure why there are two choices. However, Vegas 
Dream appears to provide the option of continuing an earlier game 



You begin each game with $700. 

Blackjack is the standard version, where you try to get closer 
to 21 than the dealer to win your bet. The dealer gives you two 
cards first, then deals his own, one up, one down. You have the 
option of asking for more cards ("hit") or not ("stand"). The game 
supports insurance (if the dealer is showing an ace), doubling down 



and splitting. Betting is easy: You move the cursor under the digit 
you want to change ($1, $10 or $100) and press the control pad up 
to increase that digit or down to decrease. As with "real" black¬ 
jack, you must place your bet before the hand is dealt. The gaming 
table scrolls back and forth on the screen to show the dealer's cards 
and yours, an annoying effect since there is plenty of room on the 
screen without this slow scrolling. 

If you choose roulette, a complete roulette table is shown (in¬ 
cluding 0 or 00), and you can make bets by moving your pointer 
around the table, which will scroll as your pointer approaches the 
edge of the screen. To place a bet, you must select the area you 
want to bet on, then decide how much to bet (just as with black¬ 
jack). If you change your mind about betting on a particular area, 
just bet $0. Once your bet is placed, you can watch the roulette 
wheel spin and the ball come to rest in the number. You are then 
paid off—if you are lucky enough to win. 

There are two variations of the slot machines. Pot o' gold lets 
you bet from $1 to $100 and select how many lines on the slot ma¬ 
chine can pay off. Then you pull the lever (with a press on the "B" 
button) and watch as the fruits and vegetables roll by in the win¬ 
dows. If you win, the coins come spilling out the chute. 

The second game is called jackpot bar. You can again bet from 
$1 to $100, but there is no going back to a smaller wager without 
restarting the game. The characters on the reels are all variations 
of the word bar, hence the name. 

The last game is keno. Here you are presented with a board of 
Icontinued on page 33) 
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You've always 
known what to 
expect from 
a video game 
system. 




Until now. 



The higher energy video game system. 





















Mappy-Land 

Taxan 

For the Nintendo Entertainment System ($34.99) 

I n Japan, where the original version of the Nintendo Enter¬ 
tainment System rules, "cute" is common—cute games, that 
is. But here in the United States that’s just not so, except for 
a few titles. Well, to add to the short list of cute games, there's 
Taxan's Mappy-Land. It may be cute, but that doesn’t mean it isn’t 

Mappy-Land is the NES translation of an arcade game by Namco. 
Though popular in Japan, this title was obscure and difficult to find 
in arcade centers around this country. That comes as no surprise, 
however, since the original Mappy coin-op— Mappy-Land is actual¬ 
ly a sequel—was only a sleeper hit in the U.S. 

The storyline to Mappy-Land reeks of cuteness right off. Mappy, 
a hard-working policemouse, is on a four-stage personal mission. 



First off, it’s his girlfriend's birthday. Flowever, the Guchi Gang (a 
group of evil cats called Mukies), under their leader the fat cat Nyam- 
co, have stolen all of Mappy’s presents for his girlfriend Mapico. 

Eager to please his girl, Mappy must explore eight different screens 
to recover the presents. In the second stage, Mappy must recover 
rings from the eight screens in time for his wedding with Mapico. 



The third stage involves gathering stolen Christmas trees, while the 
fourth requires you to pick up balls for Mappy Jr.'s birthday party. 

Each of the eight screens has its own theme setting such as Rail¬ 
road Town, Western World and Seventh Avenue, and most are made 
up of multifloored obstacle courses. You move Mappy from one floor 
to another by either jumping him on a trampoline or making him 
climb up or down ladders. Weapons are available for Mappy to use 
on Nyamco and the Guchi Gang—toys that resemble cattails, gold 
coins, medicine pots and fish. Weapons that are "built-in” to the 
particular screen that Mappy is on include pulleys, punching bags, 
fireworks, pop-up sticks, bowling balls, flashlights and horizontal bars. 

Mappy-Land is a combination arcade/adventure game. Though 


there are a number of adventure elements such as figuring your 
way through the various sublevels and locating hidden exits, the 
arcade aspect is pievalent throughout gameplay. This makes Mappy- 
Land a simple video game to play, and yet it's a challenging one 
that doesn't frustrate players. Especially nice is that you can select 
all the odd-numbered screens in every one of the four stages. Also, 
there's an unlimited "continue game" option. 

The only fault with Mappy-Land is its background graphics. Fore¬ 
ground characters and objects tend to mesh in with the elaborately 



Overall, the ideal audience for this video game would probably 
be the real young kids—but older players should still find it gener¬ 
ally appealing. Sure, Mappy-Land might be cute, but who ever said 
that cute couldn't be cool? 

-Howard H. Wen 

Taxan USA, 161 Nortech Parkway, 

San Jose, CA 95134; (408) 946-9500. 


Video Shooter 

Placo 

For the Nintendo Entertainment System ($29.95) 

I n the never-ending battle against tangles of wires around your 
Nintendo, Placo has come out with the Video Shooter, a light 
gun that does not need to be directly plugged into your 
machine. Instead, a small infrared sensor is plugged into Port 2; the 
gun transmits a signal which is detected by this sensor. (This is 
similar to many of the wireless controllers that are on the market.) 
It works pretty well, although you may be fairly limited as to where 
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do get pretty graphic, and Taito spared no details when translating 
their arcade version to the Nintendo. (You can even blast out the 
windows of the buildings.) The body count in Operation Wolf'is higher 
than that of any Rambo or Friday the t3th movie. 

Still, Operation Wolf will probably appeal to an older audience, 
since a majority of light-gun games tend to already attract this kind 



—Howard H. Wen 


Taito Software, 267 West Esplanade, 
North Vancouver, B.C., Canada V7IVI 1A5; 
(604) 984-3344. 


Bashi Bazook 

Jaleco 

For the Nintendo Entertainment System ($42.95) 

ashi Bazook is a running and jumping game where the 
object is to guide the hero through five levels of an invad¬ 
ed Earth Colony in order to prevent the evil morphoids 
(who writes this stuff?) from dominating Earth. Play action and graph¬ 
ics are excellent, but play slows down noticeably whenever very 
much is happening on the screen. 

Bashi Bazook is played in a series of underground caverns, with 
ledges, stairs, doorways and pits to make things interesting. The 



various levels are connected by elevators. Navigating through the 
caverns wouldn't be too difficult except, of course, for the morphoids, 
who do whatever they can to stop Bashi. There are quite a few 
different aliens, but they can be divided into just a few categories. 


Some fly overhead and drop bombs; there is little that can he done 
about these until Bashi gets a pair of jet boots. These aliens are 
easy enough to ignore and are more of a nuisance. There are also 
some weaving green aliens that are difficult to avoid because they 
move pretty fast. Fortunately, even a single stroke with a baby heat 
knife dispatches these enemies. Rounding out the list are various 
sizes of creatures that look like plump Tyrannosaurus rexes. Some 
of these shoot back, others make a fast beeline straight for Bashi, 
and all are dangerous. Some of these even change form, although 
there is plenty of warning, and they are especially vulnerable to 
a few well-placed shots while metamorphosing. In the upper lev¬ 
els, there are a whole host of additional creatures too numerous 
to mention. As with many games of this type, at the end of each 
level there is a "queen," a very tough adversary, to kill. If you are 



not up to the task, you lose one of your lives—but the game then 
lets you go on to see the next level, even though you didn't kill the 
queen. This is admirable, since you get to see the first few levels, 
until you run out of lives. 

The touch of all enemies robs Bashi of some of his life force, which 
is recorded in a meter at the top of the screen. Life force can be 
gained back by slaying some creatures and running over the token 
left behind. There is also a hotel on some levels, where Bashi can 
use $80 to regain all his strength. Money is all important: It must 
be used for weapons, ammunition, hotels and at the stores. Cash 
can be gained by running over tokens left behind by vanquished 
foes as well, but Bashi can only carry $999, hardly enough once 
the going gets tough. To aid in the quest, there are various items 



which provide extra abilities. Injectors increase Bashi's life force, 
infrared goggles let him see in the dark (very helpful in Level 2) 
and the mental shield reduces the amount of damage done to Bashi 
by the morphoids. 

You guide Bashi with the control pad, making him run and jump, 
duck and use whatever weapon be happens to be carrying. He starts 
out with a small heat knife, which isn't very powerful but is self- 
contained—that is, it doesn't need any ammunition. This weapon 
can be upgraded to a higher strength heat knife, spud gun, smart 
bomb, laser disk (like a killer Frisbee) or a protection bolo (a special 
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BREAK. THE PC SOUND BARRIER! 


Since its introduction the PC has been limited to beeps, buzzes and clicks. ™ is a patent 

pending technological breakthrough that allows your PC to playback hardware quality digitized sounds 
such as speech, music and sound effects without adding any fuirdware. Now the award winning programs 

graphics and 


WORLD CLASS 
LEADER BOARD 


Get ready to explore a fascinating new world with “Echelon’,’ the 
space flight simulator. You’re assigned to patrol zone 106 above 
the planet Isis. Your mission is to battle enemy spacecraft and 


Pick up your golf clubs and head out to the links with “World 
Class Leader Board’.’ You’ll need all the concentration and skill 
you can muster to bring the ball from tee to green. 


search for clues and artifacts that may reveal the location of their 
stronghold. With ™ you’ll feel the power of the 

laser cannon and hear the voice of your computer control system. 
™ takes you to a new world where no PC has 

gone before! 

J ACCESS 

—— SOFTWARE INCORPORATED 

545 WEST 500 SOUTH, BOUNTIFUL, UTAH 84010 (801) 298-9077 


You can choose between four top courses: 

■ St. Andrews in Scotland, “The Most Revered Course in Golf’ 

■ Doral Country Club in Florida, “The Blue Monster” 

■ Cypress Creek in Texas, “The Largest and the Finest” 

■ Gauntlet—Designed specifically for “World Class” 

With ™ you’ll hear the background sounds of 

birds and crickets, the sound of your club as you swing and hit the 
ball, hear the excitement of the gallery as you hit a 30 foot chip 
shot or their disappointment when you blow a short putt. It’s a 
dimension you’ve never experienced before on your PC. 








shield which protects Bashi and kills his enemies at the same time). 
There is also the awesome Thundersword. The Thundersword can 
only be found in Area 4, but can kill just about any adversary and 
do serious damage to the powerful "queens" that await at the end 
of each level. The upgrade weapons can be found in special shops 
on each level and must be purchased with funds which Bashi finds 
along the way. 

Except for the heat knife, all the weapons cost money each time 
they are fired, causing Bashi to run out of money awfully fast. Still, 
the powerful weapons are necessary to deal with some opponents 
along the way. 

The graphics and animation in Bashi Bazook are adequate. Some 
of the scenes are very good (check out the hotel). Animation tends 
to be pretty spasmodic, and if more than two or three morphoids 
are on the screen (which is quite often), everything slows down 
to a crawl. This constant changing in speed tends to break the 
rhythm of play and is annoying. The best thing about Bashi Bazook 
is that it is quite playable—at least in the early levels; it is easy 
enough for even an novice to have a good time. 

—David Plotkin 


Jaleco, 5617 W. Howard, 

Niles, IL 60648; (312) 647-7077. 


The Three 
Stooges 

Activision 

For the Nintendo Entertainment System ($42.95) 

1 never much liked the Three Stooges in the movies, never car¬ 
ing for their brand of slapstick humor. But packaged as a vid¬ 
eo game, this offering is quite delightful, replete as it is 
with excellent graphics and sound. 

The object of the game, as explained in the opening sequence, 
is for our heroes, Larry, Curly and Moe, to earn enough money in 
thirty days to keep the orphanage open. It seems that the evil banker 
is going to foreclose and put all those poor orphans out on the street. 
It takes $5,000 to keep a roof over all those little heads, more mon¬ 
ey will help with repairs. If you manage to earn $20000, the Stooges 
even get to marry the widow’s three lovely daughters. 

The game consists of a series of contests in which the Stooges 
try to earn the money. Each contest begins with a screen where 
a series of boxes show various pictures. A hand moves around, point¬ 
ing to each box in turn. You must press one of the buttons when 
the hand is resting over the contest you want to play. This is not 
as easy as it sounds because the hand moves quickly, and you have 
a limited time to choose a box. Some of the boxes show pictures 
of mousetraps: If you accidently choose a mousetrap, it snaps on 
one of the hand's fingers. If you get snapped four times, the game 
is over. Each time you have to select a contest, the arrangement 
of the squares and the contests available are different. 

The contests themselves are varied, with the easier ones earn¬ 
ing you less money. You want to stay away from the banker square, 
which may lose you money. The safe square gets you easy money, 


as does the money square. As you can imagine, the question mark 
square either gets you money or makes you pay a visit to the bank¬ 
er. From here, things get interesting. The crackers square has you 
participating in a cracker-eating contest. 

The silliness of this contest is pretty much reflected throughout 
this game. In the cracker-eating contest, for example, you begin with 



an excellent shot of Curly, seated in front of a big bowl of soup. 
Pressing the fire button changes the perspective to an overhead 
view of the soup with crackers floating in it. Your joystick guides 
Curly’s spoon, and pressing the fire button makes him dip the spoon 
into the soup. He gets money for each cracker he manages to eat. 
The contest is complicated by the fact that some of the crackers 
float up and then are snatched up by clams in the chowder. It is 
fairly difficult to capture a cracker, and Curly lets out his charac¬ 
teristic (digitized) screech when he misses or time is up. 

If you choose the waiter's square, the Stooges play waiters at 
the "Hoity Toity" club, where they sit facing three overdressed mem¬ 
bers who are demanding pies, right now. Of course, our heroes have 
to throw the pies at them, and they get money for each hit. The 
members throw the pies back, and a rather complex series of joystick 
maneuvers are required to make each Stooge duck: You lose mon¬ 
ey each time one of them is hit with a pie. 

Then there is the doctor game. The Stooges run through a hospi¬ 
tal, getting money for each second they remain, as well as bonuses 
for picking up supplies (they look like small red crosses) that fall 
off the orderlies' trays. Various patients on crutches, gurnies and 
wheelchairs get in the way, which costs you time if you run into 
them. It is, however, very amusing to do so. Also, there is a trivia 
game, where you answer questions about the trio, and a strange 
boxing game, where you must negotiate an obstacle course to re¬ 
trieve a radio before one of the Stooges has gone six rounds in the 
boxing ring. 

The wildest of the games occurs when you choose the Stooges 
square. This game doesn't actually earn you any money, but it slows 
the speed of the hand which moves over the squares, making it 
easier to select the game you want to play. In the Stooges game, 
you control Moe as he goes through the classic maneuvers with 
Curly and Larry—kicking, poking them in the eyes, slapping and 
punching. This sequence is made all the more hilarious by the digi¬ 
tized sound and comical expressions on their faces. 

Three Stooges is an amusing game, with excellent sound and 
graphics, and it isn’t too difficult to save the orphanage—although 
it is quite difficult to net the widow's three lovely daughters. Try 
it—nyuk, nyuk, nyuk! 1 


—David Plotkin 


Activision, 3885 Bohannon Drive, 

Menlo Park, CA 94025; (415) 329-0500. 
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NO MORE SILENT MOVIES. 


fST^REETSF ^ W 


j PREMIERES 
* September 1989. 
An interactive detective movie for your PC. 

Mean Streets™ features . The revolutionary 

technology that allows MS-DOS computers to play high quality 
digitized sound effects, music, and speech without hardware. 



: and respond' 


your questions. 




In the April 1989 issue of VIDEOGAMES 
& COMPUTER ENTERTAINMENT, we held 
a contest in which we gave away free 
software to ten lucky readers. Here are 
the winners: 


Mike Dauscher 
Fort Wayne, Indiana 
John Cecot 
Milwaukee, Wisconsin 
Glenn Capri 
Macon, Georgia 
Derek Moore 
Fairbury, Nebraska 
Todd Freund 
McHenry, Illinois 


Misti Weimer 
Fontana, California 
Randy Meekin 
Huntington, Indiana 
Karl Kaltenbach 
Simi Valley, California 
Chris Frederic 
Katztown, Pennsylvania 
Paul Fletcher 
Corpus Christi, Texas 


Congratulations to our winners! Also, 
thanks go to all those who entered the 
contest. Keep your eyes open for more 
contests coming up in future issues of 
VG&CE. . .there are more chances to 
win with your favorite magazine! 
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ACCLAIM REMOTE! 


GET 
THE 
POWER 
TO MOVE 

with the 


Acclaim’s Wireless Remote 
Controller gives you the power 
to really get into the action of 
your favorite Nintendo " games. 

With ho wires to tie you down, you 
can roll and tumble through your 
greatest adventures. Inaccurate 
from up to 30 feet away and features 
a Rapid-Fire mode that gives you a 
shot at super high scores. It eyen looks 
and feels like the Nintendo 8 *' controller 
you already know. And the Acclaim 
Remote carries the Nintendo 1 " 8 Quality 
Assurance Seal. Now nothing gets 
between you and the action! 
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BLOW YOU AWAY. 


It's the ultimate weapon. 
The one they call HEAVY 
BARREL It’s the only thing that can 
stop an ugly assortment of terrorists who are 
holding the world hostage with a cache of nuclear goodies 
they fully intend to use. 

The problem is that HEAVY BARREL is in six pieces 


carefully hidden in a heavily guarded armory. What you have 
to do is get in, find and assemble HEAVY BARREL, then 
do what any red-blooded American would do when faced 
with the end of the world. But hurry. The clock is ticking. 
The terrorists are ticked off. And you’ve got a job to do. 

HEAVY BARREL. It blew you away in the arcades. 

And now Data East is bringing this arsenal of action home. 


Data East USA Inc., 470 Needles Drive, San Jose, CA 95112 (408) 286-7074 
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self, many months away from releas- Orr's marketing background helped 

ing its official version, decided to nuke him discern what those potential cus- 











INTERVIEW 


I realized what you could really do with 
graphics." A few years back, GameStar 
was acquired by Activision. Orr went 
along to run the operation, but after 
several years of chafing at the cor¬ 
porate bit, he and Activision parted 
company. Within months, the an¬ 
nouncement came that Data East had 
snapped him up and given him his own 
line of sports games. Season Ticket. 

ABC's Monday Night Football will be 
out in October for the IBM PC ma¬ 
chines and the Commodore 64/128. A 
baseball and basketball game will fol¬ 
low, as will a race-car game being 
created with Al Unser. "In a sense, I'm 
going back to the old days with Sea¬ 
son Ticket. We're using state-of-the-art 
graphics, but the guts of the game will 
be the kind where you can basically 
pick it up and play. Over the past cou¬ 
ple of years, a lot of sports games have 
become overcomplicated. These days, 
when I want to play a football game, 
I play Tecmo Bowl on the Nintendo. It's 
easy to play, and I can play a game in 
10 to 15 minutes. 

"We're using a twist on a lot of the 
non-game interfaces we see, and we're 
producing games where a novice can 
pick it up and play without compromis- 


to Dutch Duggan? Orr laughed, 
remembering the character who was 
originally intended to star in a line of 
action-adventure games. That series 
has yet to. materialize—despite the 
between-innings advertisement that 
appeared way back in Star League 
Baseball. "Dutch is still alive," he as¬ 
sured us. "Unfortunately, we haven't 
found the appropriate vehicle for him 
yet, so he'll stay in the background for 
the time being. But nobody else has 
ever done a series quite like that and 
at some point..." His voice trailed off 
as he considered the possibility. 

Dutch Duggan lives! And so does 
Scott Orr, still busily creating the sports 
games that he wants to play. 1 . 

Scott Orr Checklist 

This is the first complete list of pro¬ 
grams which Scott Orr either designed, 
produced or designed and produced. It 
is, to the best of Orr's recollection, 
chronological: 

Baja Buggies (Gamestar—Producer): 
The first computer driving game of the 
Pole Position type, it actually appeared 
six months before the Atari coin-op. 
Designed by Dan Ugren. 

Star League Baseball (Gamestar— 


Star Rank Boxing (Gamestar—Pro¬ 
ducer): Action-strategy pugilism which 
was later reworked with many of the 
rough edges removed. 

GBA Championship Basketball: Two- 
on-Two (Gamestar/Activision—Produc¬ 
er/Designer): Superior basketball simu¬ 
lation that permitted passing and 
strategy with the addition of an extra 
man per side. Employed an innovative 
angled overhead perspective that has 
become the standard for roundball re¬ 
creations. This was the first title Orr 
produced after Gamestar was acquired 
by Activision. 

GFL Championship Football (Game¬ 
star/Activision—Producer/Designer): In¬ 
novative on-field perspective was still 
ahead of its time and more than the 
technology could handle. Nonetheless, 
a remarkable piece of work which 
offers an intimate, first-person perspec¬ 
tive that brings the player out of the 
stands and puts him onto the field. 

Championship Baseball (Gamestar/ 
Activision—Producer/Designer): Basic¬ 
ally a revamping of Star League, with 
the addition of a behind-the-plate split¬ 
screen perspective. Still a classic. 

Star Rank Boxing II (Gamestar/Activi¬ 
sion—Producer/Designer): Orr does his 













COMPUTER-GAME STRATEGY 



Keeping Up with The Honeymooners 

First Row 

Versions: Commodore 64, IBM PC 


F irst Row Software brings the crazy 
antics and wild schemes of one of 
America's most beloved characters, 
Ralph Kramden, to computers everywhere 
with The Honeymooners. In this computer 
game, the player must help Ralph, Norton, 
Alice and Trixie survive three of Ralph's more 
harebrained schemes as he struggles to raise 
enough money to go to the Raccoon conven¬ 
tion in Miami. Each scheme is a separate 
game in which the player tries to amass as 
much money as possible before time runs out. 
At the end of each challenge, the computerist 
can choose to risk his winnings by playing 
the "Ninety-Nine Thousand Dollar Answer,” 


where he has a chance to double his money. 



SCHEME ONE: No Ifs, Ands or Bus 

The player must drive the Gotham bus, 
picking up and delivering as many passengers 
as possible before Ralph's memory begins to 
fade; ifi„ time runs out. The trick here is to 
watch the rate at which the passengers blink. 
The faster a person is blinking, the more 
he/she is worth. Concentrate on picking up 
these people first, and grab the slower ones 
only if they are on the way to the same 
destination as a more valuable passenger. 

Try not to pick up more than two 

m 


passengers going to different locations at any 
one time, as it can become difficult to 
remember where each one is going. Carrying 
too many passengers also increases the 
chances of Ralph getting caught with stray 
passengers when time runs out. Remember 
to note the positions of the manhole covers 
at the onset of the round. If Norton gets on 
the bus, get him to a manhole cover as soon 
as possible, because if he is aboard when time 
runs out, all money earned for the round is 
lost! 

SCHEME TWO: Sewer I Will 

Ralph's second brainstorm consists of 
navigating Norton through the Bensonhurst 
sewer system fixing leaks. Norton earns 
between $1 and $5 for each leak fixed, but 
only if he "surfaces" before time expires. 

This scheme is basically a memory test. 
Study the map carefully, and plan out a path 
for Norton before the map blows away. Start 
slowly, covering a small section at a time. 
When the area is completely patched, head 
back toward the ladder, which should be used 
as a central reference point. Once the ladder 
is in sight, start on a new section, but 
remember: If Norton passes the ladder, he will 
automatically surface, so make sure that the 
path chosen does not involve crossing the 
ladder's position. 

Inevitably, at some point Norton will get 
confused and become totally disoriented. 
Should this tragedy befall our hero, the best 
strategy is to look down the tunnels for those 
which have no leaks. These are the ones 
Norton has been down before, and he can use 
them to retrace his steps. 


SCHEME THREE: Alice & Trixie Go to Pieces 

Alice & Trixie volunteer to help Ralph out, 
but because of his jealous nature, Ralph has 
refused to let Alice work in an office (where 
there might be men lurking about, after all). 
Instead, they are stuck assembling jigsaw 
puzzles for Morgan's Department store. 

The best strategy here is to pick a puzzle 
piece with a recognizable image, like a face 
or window, and begin placing it in the top half 
of the puzzle until it fits. This way, the player 
can establish a foundation to build the rest 
of the puzzle around. 

Don’t get caught staring at the puzzle in an 
effort to figure out what goes where while 
the timer ticks on. Instead, while looking, 



fashion. This may lead to a lucky guess, and 
moving the pieces around may spark an 

The $994)00 Answer 

Whether or not one should risk all his 
earnings on the trivia game is a big decision 
that should not be taken lightly. The only 
advice we can offer here is that the questions 
can be quite qitticuit ana require Detailed 
knowledge of Honeymooners' quotes, events 
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HAL America 
Brings You 2 x 
Hot New Gamesl 


Challenge Your Wits With LOLO: The excitement sizzles with this / Challenge Your Skill With ROLLERBALL: Fin 
one. Can you help LOLO save the princess LALA from the Great pinball challenge. Four vertical scrolling screens 

Devil? You must guide LOLO through a series of SO different ROLLERBALL's play area, andyourfun. Youcal 

mazes filled with evil spirits. Each maze offers an ingenious triple on all four screens. It’s hot! Can you keep your l 

challenge: dodge the evil guardians, move the maze objects in correct enough to reach the highest score? Play against t 
sequence, and solve the lethal puzzle by collecting the power oBjects. one with friends on the second screen, hockey ve 
A game the whole family can enjoy, LOLO, from HAL America, is a pinball wizard! It’s the perfect family game (p 

designed to improve your thinking skills. because there’s lots of fun, but no violence). 


{Nintendo) 
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and places. If the player Is a big Honeymoon- 
ers fan, this should be tough but playable, 
since there are not that many episodes to 
base questions around. If the gamer is an in¬ 


frequent viewer, however, and has not seen 
every episode at least three dozen times, the 
trivia game should be played only if the mon¬ 
ey the user has already earned can be 


sacrificed. Otherwise, all will be lost, and in¬ 
stead of going to Miami Beach, it could be 
bang-zoom, a trip to the moonl 1. 

—Frank Tetro 


Tackling Indiana Jones and 
the Temple of Doom 

Mindscape 

Versions: Amiga, Atari ST, Apple II, Commodore 64, IBM PC 


Y ou're in the Temple of Doom, not one 
of the world's most popular tourist 
haunts, to be sure. You’re cast in the 
role of Indiana Jones, and your mission is to 
recover the stolen Sankara stones and defeat 
the evil Mola Ram. As Indy, you must prevail 
through three different challenges to recover 
all of the stones. Upon retrieving the last 
Sankara, Indy must then cross a treacherous 
bridge guarded by the high priest. 

Level 1 

In Level 1, Indy must do battle with the 
guards of the underground: vicious cave bats 
and poisonous snakes. As if this wasn't bad 
enough, Mola Ram will randomly appear and 
hurl fireballs at poor, bedeviled Indy. The 
player must battle upward toward the railcar, 
then free the children who have been en¬ 
slaved in the caverns. 

The trick here is to step lightly and carry 
a long whip. The ledges are narrow, and Indy 
can easily fall if he is too close to the edge. 
To avoid this, have him walk flush against 
the wall when on a ledge. The same holds 
true for the ladders—be sure Indy is dead 
center on a ladder as he climbs up or down. 
If he is off to one side, he is likely to slip 


be quite bothersome. Since the bats tend to 
come at Indy diagonally, it is difficult to hit 
them with the whip if the player does not 
move. To get the cleanest shot, run either left 
or right, or climb up to get in line with the 
bat as he approaches. Once set up, crack him 
one with the whip as he gets in range. 

Mola Ram's fireballs can be dealt with in 
the same manner described previously. One 
thing the instructions do not mention, how¬ 
ever, is that Mola Ram can be driven away 
before he is able to release the fireball. This 
is accomplished by hitting him with the whip 
in the first few seconds of his "guest" 
appearance. This should only be attempted if 
the high priest appears close enough to whip 
right away. Otherwise, Mola Ram may get the 
fireball off and fry our hero. 


Level 2 

The mine tunnels are pretty straightforward 
but the secret here is to take it slow. The car 
can travel quite fast and it may seem like the 
best way to outrun the hoods. This is not true, 
however, since traveling too fast makes it dif- 


by a thug when Indy is walking left or right, 
because the game won't start scrolling until 
he is pretty close to the edge of the screen 
on some versions. When the guard appears, 
Indy has little or no time to react To compensate 
for this, simply crack the whip every two or 
three steps. This way, should a guard appear, 
he stands a good chance of walking into a 
stinging rebuke from the swashbuckling scholar. 

Once the trap door is located, the player 
must time the jump perfectly in order to grab 
the stone and escape to safety. On the first 
trip the doors move slower, giving Indy a chance 
to practice the motion. After this, timing is 
essential. Position Indy at the edge of the pit 
and flush against the wall. Once the door begins 
to open, get ready. The second the door starts 
closing, run for it. If done correctly. Indy will 
just make it and be off to the next level. 

A Word About Mola Ram 

After Indy reclaims the three Sankara 
stones, he must cross a narrow bridge as 
Mola Ram hurls fireballs at him. The only 
strategy here is a simple one: Keep moving 
and flog anything that breathes! This may 
seem like a cop-out, but once there it will 
become apparent that sharp reflexes, not 
strategy, are the recipe for destroying the high 
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2 More Hot 
New Games From 
HAL America 



A Great Adventure Game: 

Stand by for launch. Your mission is to save the planet 
Farmel from the evil Air Fortress. And you’re in for a 
hot time. You have to fly between defense structures, fight off 
defense forces, pick up bombs and energy cells to help you— 
and that’s before you go in! Can you knock out the central 
nuclear power source of each complex before you run out of 
energy? Great! But the game’s not over yet. Get ready as the 
fortress generates its second set of eight, tougher defense 
complexes. You ’ll use all your skill before you save the planet 
Farmel in Air Fortress from HAL America. 


: A Great Party Game: 

Wondering ivhat to do with your friends at your next party? 
Why not go to Vegas? Vegas Dream. Play Black Jack, Roulette, 
Slot Machines, Keno, and when you select the "Vegas Dream" 
option extend your fun and meet panhandlers, con 
artists, accidents of fate and maybe the person of your 
dreams. Play with up to four friends at a time, and the game 
remembers your scores if you want to continue later. No 
matter what your game, odds are you'll love this exciting 
casino adventure from HAL America. 
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COMPUTER-GAME STRATEGY 


On the Road with the Road Runner 

Mindscape 

Versions: Atari ST, Commodore 64, IBM PC 


I n Mindscape's home version of this Atari 
coin-op, the player is cast as the Road 
Runner, the mute but speedy protagonist 
of dozens of Chuck Jones-directed, Warner 
Bros, cartoons. Road Runner's mission: Pick 
up the birdseed while zipping along a series 
of mazelike open roadways, ail the while 
evading the slavering jaws of that noted ge¬ 
nius, Wile E. Coyote. The game features four 
different levels, each presenting unique 
obstacles for Roadie to overcome. 

Level 1 

Level 1 is pretty basic: Road Runner must 
scoot along a wide highway, scarfing up the 
precious birdseed. While RR proceeds, he 
must remain at least one step ahead of the 
ravenous coyote by moving in an up-and- 
down diagonal manner as he moves left. This 
has several advantages: The birdseed's 
location changes from top to bottom as the 
game goes on, so Road Runner will be less 
likely to miss any of the golden nuggets. Even 
more important, our feathered protagonist can 
only gain on Wile E. when moving diagonally. 

The major obstacle on Level 1, aside from 
old Wile E. himself, are the Acme trucks that 
come barreling across the screen from the left 
and can flatten our avian hero into your ba¬ 
sic cartoon pancake. The trick here is to lis¬ 
ten closely for a horn which will sound a split 
second before the truck appears. The instant 
the sound is heard, stop running diagonally 
and be ready to move up or down to quickly 
get out of the way. Once the speeding truck 
passes, immediately move Road Runner 
behind it as it moves off the screen. Since 
Wile E. is programmed to follow in the same 
horizontal plane as the player/character, he 
will move right in front of the truck and— 
splat!—it's coyote flapjacks! 

Level 2 

Level 2 can get tricky because the 
previously straight road now begins to twist 
into a mass of hairpin turns as the game 
moves into mountainous terrain. If that wasn't 
bad enough, that crazy coyote is still dogging 
Road Runner's every step, flying overhead in 
the ever-popular Acme Rocket. 


The key to navigating the mountain pass 
is sticking to the middle of the road. If Road 
Runner gets too close to the edges, he may 
get "stuck" on an edge and stop moving 
altogether. Whether or not this was meant 
to happen remains unknown, but it does, and 
it can be quite frustrating. Should this tragedy 
befall our hero, quickly rotate the stick in all 
directions, and he should pop free. 

While traveling through the mountains, 
Wile E. will fly by horizontally from left to right 
and then back again. If Road Runner is in his 
path, he will be whisked away and devoured 
(off-screen, thankfully! by the fiendish coyote. 
The way to outsmart Wile E. here is to make 
sure Road Runner is next to a vertical path 
each time the coyote leaves the screen. If 
Wile E. reappears on the same level as Road 
Runner, simply move up or down to avoid the 
rocket and continue onward. 

Rocks will begin to fall from the mountainside 
at the end of Level 2. Don't panic. As long as 
Road Runner keeps trucking to the left, they 
will never hit him. Just use the up-and-down 
diagonal strategy to grab the birdseed along 
the way, and our hero will be safe while Wile 
E. gets clabbered by the avalanche. 



Level 3 is dubbed the "Dead-End Trail." 
Here, Road Runner must navigate a mazelike 
landscape, choosing among different paths as 
he goes. One will allow him to continue, while 
the others are dead ends. The problem here 
is that selecting too many dead ends gives 
Wile E. time to catch up. If this happens, it 
becomes necessary to use the jump option. 
If Wile E. has our hero cornered, simply run 


at him and jump right before making contact. 
If executed correctly. Road Runner will vault 
over Wile E. and continue safely on. Mean¬ 
while, the coyote will be forced to come to 
a stop, turn, then head in the other direction, 
giving Road Runner an opportunity to regain 
his lost lead. 

At the end of Level 3, the player will 
encounter a set of cannons that fire into the 
road. These are very tricky and require precise 
timing to survive. Begin by positioning Road 
Runner right below the closest cannon and 
wait for it to fire. The instant it does, start 
running behind the cannonball. This gives 
Roadie the biggest jump before the next shot 
is fired. If the cannon RR is heading for 
discharges, simply jump over the cannonball. 
It’s when the rear cannon fires again that 
there is a bit of a problem. If this occurs, wait 
until the shot is right behind Road Runner and 
jump while holding the stick to the bottom- 
left. If timed correctly. Road Runner will leap 
down and out of the path of the cannonball. 

Level 4 

The last level is a real cliffhanger (no pun 
intended!: Road Runner must jump from cliff 
to cliff with Wile E. in hot pursuit. 

Actually, this level isn't too difficult. Just 
remember to jump at the last second to give 

Road Runner doesn't stop too often to smell 
the roses, Wile E. won’t catch up and will 
more than likely fall off along the way. 

Once he does fall, Wile E. will begin pursuit 
in a helipack, dropping dynamite down on the 
player/character. Just keep running left and 
the helipack will stall and send Wile E. 
plummeting once again. Alas, when will that 
crazy coyote learn not to trust Acme 
products? 

Once Level 4 is complete, the game will 
restart back at Level 1. This time around, how¬ 
ever, there will be land mines in the road 
which must be jumped or navigated around. 
Road Runner must be careful because Wile 
E. devilishly placed the mines close to the 
birdseed; one slight misstep and—BOOM!— 
the coyote finally wins one. 1. 

—Frank Tetro 
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S o, what do you think of the 
show?" asked Bill Kunkel. 
That's what everyone wants 
me to tell them at the biennial 
Consumer Electronics Show. Of 
course, not everyone asks just as I buck¬ 
le my seatbelt for the flight to Chicago 
My ace collaborator was the first to in¬ 
quire, but he was hardly the last. People 
intone "So, what do you think of the 
show?" like a mantra from press day on 
Friday until exhibitors crate the last re¬ 
maining booth. 

Aisle after aisle of ostentatious dis¬ 
plays, the blare of a thousand car-stereo 
demonstrations, the murmur of seductive 
booth hostesses; these are the sights and 
sounds that mean "CES" to most of the 
80,000 browsers who stream through the 
entrances at McCormick Place. 

The word "booth" doesn't adequately 
convey the grandeur of some of these 
constructions. Some are two or even 
three stories tall, have extensive confer¬ 
ence rooms and armies of greeters. At 
one time, voluptuous hostesses beck¬ 
oned from nearly every display, but com¬ 
puter companies now soft-pedal sex 
appeal and let the products take center 
stage. It's less distracting, but maybe not 
quite as much fun for oglers. 

Premiums and giveaways are always 
a feature of the CES. The industry makes 
sure that no one lacks pins, T-shirts and 
plastic shopping bags. Nothing gladdens 
a company president's heart like a hall full 
of people wearing buttons that extol his 
hot, new product. 

Some companies go beyond buttons 
and bags. Drinkware is currently in vogue 


After CES, Katz Kunkel Worley will never 
have to buy another beer glass, mug or 
stadium cup again. My favorite prize from 
the June show is a black sweatshirt with 
a big "Epyx" design on the back and my 
name in orange script on the front. 

McCormick Hall is the center of CES, 
but a lot of action takes place miles from 
the exhibit hall. The makers and shakers 
of entertainment software gather in lux¬ 
ury hotel suites, jammed coffee shops 
and even on street corners to wheel and 
deal. The gaudy booths are for image or 
building a distribution network. Estab¬ 
lished companies already have both. 
They target specific people for meetings, 
generally retail buyers, game designers 
and developers, media folks and poten¬ 
tial investors. 

Everyone's CES is different. Joyce 
Worley, Bill Kunkel and I wear several 
hats, so ours start earlier and run longer 
than for the typical store buyer or trade 
magazine reporter. 

The lavish opening ceremony, with 
windblown band and gusty speeches, is 
Saturday morning. No one waits for the 
official opening. After a delay-ridden 
Thursday afternoon flight, we were in 
Chicago and ready for action. 

The true CES art form is the meeting. 
For two weeks prior to the show, the tele¬ 
phone never stops ringing, as people plan 
business meals and meetings that start 
any time from sunrise to the witching 

Meeting-mania sometimes overwhelms 
the unwary. Some hardcore meeting 
mavens never leave their hotel during the 
entire show. For five or six days, room ser¬ 
vice is all that stands between them and 
starvation. 

Our meeting calendar includes both 
journalistic and professional appoint¬ 


ments. As VIDEOGAMES & COMPUTER 
ENTERTAINMENT editors, we need to 
see all the new products. As partners in 
Katz Kunkel Worley, we must talk with 

market for our game designs. That works 
out to about ten meetings a day from Fri¬ 
day through Tuesday morning. The hall 
is nearly deserted by then, so we can visit 
all the booths we missed earlier. 

Our first meeting, Thursday evening, is 
always with our longtime friend and 
representative, Barry Friedman, of the In¬ 
ternational Computer Group Heaps of 
the house specialty at Carson's For Ribs 
are a perfect accompaniment to discus¬ 
sions of trends, rumors and strategy for 
the next five days. Barry Friedman is our 
ideal first meeting. He has an encycloped¬ 
ic vision of electronic gaming, he's a 
delightful conversationalist and he gener¬ 
ally has good news of impending projects 
for us. Dreams of mansions and French 
maids always put me in the right frame 
of mind for the nonstop tumult of CES. 

Evening parties let CES goers mix so¬ 
cializing with low-key business. Parties 
peaked during the Golden Age of Video 
Games in the early 1980s. Although the 
winter CES, held in January in Las Vegas, 
has a bigger reputation for after-dark 
merriment, Chicago has had its mo¬ 
ments. Still fresh in memory after a half¬ 
decade are Odyssey's Second City 
Shows. I'll never forget watching Stuart 
Pankin play me in a skit. 

Few of today's game publishers want 
the cost or the hassle of entertaining a 
town-sized group. Only Mindscape, who 
had a rock-music bash starring Meatloaf, 
has that old-time flair. 

The summer Consumer Electronics 
Show turns business executives into trib¬ 
al shamans. Stuck halfway between the 
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last holiday season and the next, they 
search this show of shows for portents 
of prosperity to come. 

The first day of CES is the time to take 
the industry's pulse. It isn't hard, since 
most executives wear their emotions on 
their sleeves. The first few meetings 
trashed all my preconceptions. I knew 
video-game companies would be deliri¬ 
ous, but I expected software people to 
sing the blues over last Christmas' inven¬ 
tory clog. 

Instead, optimism was rampant. A few 
larger companies are still skating along 
the edge of disaster, but most believe 
that better games with more universal 
appeal can overcome the sales 
slowdown. 

CES has no shortage of signs. The 
most obvious one at the 1989 event was 
the stupifying size of what has come to 
be known as "Nintendo City?’ On the 
pearl-gray carpet behind its sheltering 
walls stand booths for all of Nintendo's 
software satellites and for the video- 
game giant itself. 

Propelled by Christmas 1988's success, 
Nintendo City annexed several more big 
chunks of the hall in June. Tengen's 
booth, though well situated, is discreet¬ 
ly separate from its archenemy's turf. 

The balance of power is fragile, how¬ 
ever, and the astute CES-goer learns to 
read telltale signals like Tonto trailing a 
cattle rustler. This time, Nintendo City 
morale is not, as expected, uniformly 
high. Third-party software companies 
look prosperous, but the mood at Ninten¬ 
do's own displays is not all sunny. 

Every visitor senses the pride in the 
success of the NES and its software in 
America, but uncertainty taints some of 
the smiles. There is fear of competition 
from Sega's Genesis and NEC's 
TurboGrafx-16. Worse, Nintendo's porta¬ 
ble Game Boy has collided with CES's 
hottest product, the Atari-distributed 
Lynx (see feature article on page 20). 

Nintendo, who claims that it won't 
have a 16-bit console for the U.S. until 
1991, is understandably nervous about 
anything that threatens its current dom¬ 
inance. Possibly because of past battles 
for the video-game dollar, Nintendo folk 
appear more worried about NEC than 
Sega. 

The NEC contingent's high morale is 
contagious. A tour of NEC's Chicago 
headquarters, conducted by Carol Balk- 


corn, suggests heavy commitment to the 
TurboGrafx-16 The video-game division 
is impressively enormous, and the peo¬ 
ple behind the desks seem to know what 
they are doing, too. 

NEC must be talking software deals 
with half the industry. That gives a lot of 
CES attendees a strong rooting interest. 
If good wishes were sales, nothing could 
stop the TurboGrafx-16 Even so, NEC has 
clearly impressed the industry with its 
machine and software. 

Regarding Atari's battle, I knew that the 
Lynx had won the first round of the fight 
on Sunday afternoon when I ran into an 
executive of Epyx, the company that in¬ 
vented the unit and sold marketing rights 
to Atari, in Nintendo City. I had never 
seen a smile, much less a look of tran¬ 
scendental ecstasy, on this man's face. 
Selling out the first run of 140,000 units 
does that to a person. 

CES isn't exactly Army boot camp, but 
each show has its casualties. Bad shrimp 
at a reception once kayoed a half-dozen 
reporters who had hoped to combine 
business with a free dinner, and too much 
late-night partying always produces a 
zombielike appearance for some of the 
people walking around McCormick Hall 
the next day. 

At CES, voices hover on the brink of 
laryngitis. The noise of music from the 
booths and 30,000 or so conversations 
forces people to talk louder. By Tuesday, 
throats are raw. Everyone feels like 
they've just been to the longest and most 
exciting Notre Dame game in history. 

Dr. Mike Breggar, a podiatrist when not 
producing computer games, gives lots of 
free consultations at CES. Miles of hotel 
corridors and the unyielding exhibit hall 
floors are murder on the feet. More than 
one woman who dazzles in elegantly 
high heels on Saturday shuffles in sneak¬ 
ers on the last day. Joyce Worley's CES 
wish is for a sedan chair and bearers. 

Physical injury sometimes strikes. I 
limped through the last day of the 1987 
CES in Las Vegas after my ankle col¬ 
lapsed as I stepped jauntily from the en¬ 
trance of Caesar's Palace. Bill and Joyce 
thought that I should have watched the 
curb, but the two women wearing leath¬ 
er mini dresses and carrying whips were 
more interesting. 

Bob Jacob, president of Cinemaware, 
traded a hospitality suite for a hospital 
bed at CES. His broken ankle kept him 


from reaping the full measure of praise 
earned by It Came from the Desert. It is 
not true that the injury occurred while 
Bob was demonstrating the take-off se¬ 
quence from Rocket Ranger. 

While Bill, Joyce and I analyze CES, the 
industry draws its conclusions about us. 
There's no thrill like hearing someone 
quote from VG&CE or comment en¬ 
thusiastically about one of our games on 
display. The only thing better than praise 
for a completed project is the prospect 
of a new one. Since publishers love a 
good track record better than home cook¬ 
ing, the more of the former we get, the 
more of the latter are offered to us for the 

Some may wonder what we do at CES 
when not meeting (or sleeping or eating). 
This may sound a little crazy, but Joyce, 
Bill and I sit in a hotel room and concoct 
article ideas and new computer games 
to the radio's rock beat. After 15 hours of 
nonstop computer and video gaming, 
we're so energized that we babble at 
each other until the adrenaline high fades. 
We've come up with some real winners 
under these unusual conditions, though 
no one will ever read our proposed trea¬ 
tise on "Games for Lefthanders" or play 
Fish in a Barrel. Maybe next month, I'll tell 
you where we get our usable ideas. 

The next CES is only three months 
away as you read this. You know, I can 
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The Power Glove™ You plug it in like any joystick. But the similarity stops there. 
Because now you don’t just guide the action. You are the action. 

3-D sensors track the position of your hand, giving you free-flowing, instant 
response. It’s a complete connection. Intense. And powerful. 

Plus, the Power Glove has a unique programmable keypad that gives you amazing 
new ways to play almost every Nintendo® game. All your joystick games become 
different. More exciting. And with games specifically designed for the Power Glove, 
you’ll be blown into another dimension. 

So look for the Power Glove when it hits stores this Fall. Once you put it on, 
everything else becomes child’s play. i„, 
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Questions, Questions, Questions! 

Not to Mention Answers, Answers, Answers 


T he toughest thing about be¬ 
ing a Game Doctor is the 
folks you can't help. Invari¬ 
ably, more letters flood through 
my mailbox than I can answer. 
Since we can't print every query, 
the Doc's small but zealous staff 
tirelessly ferrets out the best and 
most interesting questions from 
each month's mailbag. Here's the 
latest batch to cross the Doc's ex¬ 
amining table. 

®: Of all the new game topics 
that have been on the gaming 
market, I have yet to see a glob¬ 
al thermonuclear warfare simu¬ 
lator. What’s the deal here? I’m 
sure a game like this has crossed 
programmers’ minds. 

—Kevin McKdlpain 
Oak Park, Michigan 

A: Actually, the idea has occurred 
to designers over the years, but 
there have been a few problems. 
For one thing, once the bombs 
start' falling, there isn't much 
game time left. Most polittcally- 
oriented games, like Chris Craw¬ 
ford's Balance of Power (Mind- 
scape) or J. Wilson's Global Com¬ 
mander (Datasoft), are based 
around the idea of preventing nu¬ 
clear holocaust. 


by The Game Doctor 


But, if it's thermonuclear war 
you've just got to have, you may 
be able to dig up a copy of the 
old Thom-EMI game, Deleon or 
the more visually sophisticated 
S.D.I. from Cinemaware. 

& I live In a small town In north¬ 
ern British Columbia (population 
under 2000). I purchased a Nin¬ 
tendo Entertainment System 
about five weeks ago. This com¬ 
munity has no store which 
specializes In computer andbr 
video-game software. 

Our local video rental store has 
started renting Nintendo and 
Sega units and game packs. I 
originally thought this was just 
great because a person could try 
a game out before spending 
S60-S75 for It. I began having 
misgivings about renting game 
packs when a couple I rented 
gave me trouble. At first I thought 
It was my machine, so I tele¬ 
phoned the Nintendo Service 
Center In Ontario and they told 
me, “Absolutely under no cir¬ 
cumstances use rented or bor¬ 
rowed game packs!” Their 
reason for opposing this practice 
is that you do not know how they 
have been treated. They could 
be damaged and/or dirty, and 


using them could damage your 
machine. 

My first thought when they told 
me all this was: ‘ ‘Of course they 
are going to say that because 
they want me and everybody 
else to buy the game packs, not 
rent them.’ ’ Having said all that, 
what Is your opinion concerning 
the rental of game packs? Do 
rental games harm the NES and, 
if so, how? 

These are the problems I ex¬ 
perienced: graphics were dis¬ 
torted (the games would play, 
but some things were hard to 
make out); words were mis¬ 
spelled and rows of letters some¬ 
times filled the screen. Pushing 
the reset button or removing and 
reinserting the game did not fix 
the problem. The only way I 
could get the games to work 
properly was by pushing down 
on one comer of the game pack 
with my finger when the pack 
was Inserted Into the NES slot. Is 
the problem with those particu¬ 
lar game packs or could It be my 
machine? 

—L. Anderson 
Ft. Nelson, B.C., Canada 

A: I suspect the problem is not 
■your NES, but rather the rental 
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QUESTION & ANSWER 


games you're using. Frankly, 
while reading your letter, my 
mind drifted back about a de¬ 
cade to the days when Atari as¬ 
sured consumers that using 
Activision cartridges in the 2600 
could damage the system. In this 
case, however, the Nintendo ser¬ 
vice folks were being fairly straight 
w)th you—dirty game cartridges 


are a major problem for the NES 
and other video-game systems. 

Here's what happens: the met¬ 
al contacts in the cartridge tend 
to acquire dust and dirt from fre¬ 
quent play. This is especially likely 
to happen to a rental unit which 
will probably be played any¬ 
where from ten to 25 times as 
much as a privately-owned 


game. Why? Because when you 
buy a game pack, you tend to 
play the heck out of it, then play 
it less and less as time goes on. 
Rental cartridges, however, go 
through the heavy-use cycle aver 
and over. The fact that the games 
you had problems with worked 
when you pushed down on them 
tends to confirm this diagnosis, The 
contacts are probably dirty and 
are not making clean contact with 
the system. When you push dawn 
on the cartridge, better contact is 
made and the game works, 

This is not to say that the Doc is 
necessarily opposed to the idea of 
video-game—and, yes, even 
computer software—rentals. Con¬ 
sidering the high price of game 
software and the poor distribution 
these items get in many retail out¬ 
lets, this could be an acceptable 
way for a player to see a wide va¬ 
riety of games. Also, I must tell you 
that I get very few letters such as 
yours. Most renters seem perfect¬ 
ly happy with the system. 

To eliminate your problem, how¬ 
ever, you might want to give the 
folks at Doc's Fix-A-Game a ring 
(no, I have no connection with 
these folks) at (800) 882-4263. They 
make a variety of products, includ¬ 
ing a Cartridge Cleaning Kit that 
should help remove that nasty dust 
and dirt from your contact strips. 

&: I wanted to know if games 
for the Atari ST will work on the 
7800. —Matt Corder 

Spring Hills, Kansas 


A: Sorry. The ST uses a 3.5" flop¬ 
py disk and the 7800 only takes 
cartridges (2600 or 7800 format). 



Send any questions and com¬ 
ments to: The Game Doctor, P.O. 
Box 020541, Brooklyn, NY 11202, 
and I'll see you all next issue! 
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CLEANING KIT 

FOR ALL VIDEO GAME CARTRIDGES INCLUDING: 

NINTENDO® ° SEQA® ° ATOM]® 
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“1 Challenge You 
To Win A Caribbean Vacation!” 

— Major "Wild Bill" Stealey 

President, MicroProse 



Get Ready! Contest Starts November 1,1989! 


Enter “The Major’s Mission” Contest 
and take off to the Caribbean! 

Just ask your retailer for details on 
how to receive your Top Secret 
documents. They contain your 
mission orders and a tough 
set of questions on four of our 
hottest games: F-19 STEALTH 
FIGHTER, RED STORM 
RISING, F-15 STRIKE EAGLE H 
and Ml TANK PLATOON. To 
find the answers, read through 
your documents. Then send in 
your answers to win! 

You'll get to preview these 
four games, plus you'll 
have the chance 


STEALTH 
FIGHTER caps. 


to win a fabulous Caribbean vacation, 
or one of 135 other awesome prizes! 
So enter now. The Major is counting 
on you! 


FIRST PRIZE: A Caribbean va¬ 
cation, including round trip 
airfare, hotel accommoda¬ 
tions for seven days, and 
spending money! 


MicroProse game libraries. 


25 THIRD PRIZES: AIRBORNE 
RANGER or PIRATES! games. 
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COMPUTER GAMES 



REVIEWS 


Silpheed 

Sierra 

Versions: Apple IIGS ($43.95), IBM PC ($49.95), 
Macintosh ($49.95) 



tors. Sierra’s return to these roots is welcome news for the compa¬ 
ny and its fans. On the other hand, Silpheed was not designed by 
Sierra hands but by S. Uesaka and H. Godai of Game Arts, the Japa¬ 
nese game creators who produced Thexder. 

Silpheed is, from a technical point of view, the hottest action game 
ever to enter the IBM PC universe. The graphics are near-arcade 
quality in EGA mode (though the box lists the game as also being 
VGA-compatible, this option was never offered during the installa¬ 
tion phase). Better still, the play action is instantaneous. Most IBM 
PC games must run through an entire cycle after the user enters 
in a fire command before the action is inaugurated on-screen. The 
game boasts 20 play levels, dozens of different enemy aircraft, nine 
original musical themes and the ability to customize one's fighter 
craft as the game progresses. 

The game also tenders a somewhat experimental visual perspec¬ 
tive. The user’s ship is visible at the bottom of the screen and can 
move left, right, up and down, while enemy ships appear from the 
top of the playfield and sweep down. The entire point of view is 



tilted slightly, however, presenting the action at an oblique angle 
which creates a sense of depth that is almost three-dimensional. 

Strengths admitted, from a design perspective Silpheed is a tired 
rehash of ideas that were popular in arcade games back in the ear¬ 
ly '80s. Players shoot at the incoming aliens. Some of the ships, 
upon exploding, issue forth floating cards bearing different letters. 
If the player's ship can capture these cards before they float off¬ 
screen, they add a variety of powers to the ship. The cards include 



a weapon power up, which increases destructive power; speed up; 
auto fire; smart bombs; a repair command; and other similar bo¬ 
nuses. At the beginning of every level, from level 2 on, the player 
can select a left and right weapon. These include the basic forward 
beam, a phalanx beam, V-beam, laser cannon and auto-aim. 

Despite a somewhat hackneyed conception, Silpheed deserves 
to hit big. In particular, its technical wizardry should give IBM gamers 
a kind of kick they have never before experienced on that system. 
Silpheed is a powerful piece of work and a welcome return to the 
arcade wars for Sierra. Now how about trying one yourselves, folks? 

—Bill Kunkel 


Sierra On-Line* P.O. Box 485 
Coarsegold, CA 93614; (209) 683-4468. 
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MicroProse brings to life all you've ever wanted 
In a game. And these three have it all — fantastic 
adventure, realistic role-play, simulation 
challenge, even historical accuracy! You'll get 
right into play, no matter what your skill level. 
And the action is non-stop, with plenty of 
options to choose from. For hours and hours of 
thrilling play, choose MicroProse. The games 
that have it all. 



Samurai IBM Version Available Now. C-64 Version Coming Soon! 





Omnicron 

Conspiracy 

Epyx 

Versions: IBM PC ($49.95) 

A ce Powers, a star police captain, is summoned from a sultry 
dream by his PAL (personal automatic link) robotic assis- 

ship Falcon in gear and head for the planet Cron on a vital mission. 
PAL provides the first set of coordinates, Ace programs the star 
course on the Falcon control panel and both set off on a graphically 
exquisite and highly entertaining science-fiction adventure. 

From the moment Omnicron Conspiracy is booted, it is obvious 
something special is about to happen. Any IBM graphics mode may 



be selected from the opening menu: Hercules (monochrome) through 
EGA and MCGA. The title screen, a beautiful star scene, introduces 
the game, and a stunning musical score is one of the best ever to 
tinkle forth from the IBM's tinny speaker. 

Omnicron is controled with either a keyboard or joystick. The user 
interface, laid out in a logical fashion, keeps the game quite playa¬ 
ble using either control method, even on a fast AT-compatible. (Many 
games on a fast PC or PC-AT are virtually unplayable with a joystick 
unless the computer is first slowed down.) 

The player controls Ace Powers, who has over 250 locations to 
explore on his mission to uncover the Omnicron Conspiracy. There 
appears to be a plot to spread illegal drugs throughout the galaxy. 
But who are the perpetrators? What other evils might Ace uncover 
in his journeys? There is a lot more adventure than the arcade-style 
game play might imply. 

The game screen is similar to the "trapulators" employed in the 
Spy vs. Spy games, also from First Star Software, Omnicron's design¬ 
er. In the center of the display, occupying about half the total screen 
space, is a rectangular view of the field. Generally, a side view of 
Ace Powers and his adventuring environment is presented. When 
navigating the ship from the Falcon control panel, a first-person per¬ 
spective is used. Occasionally, when Ace "interfaces" with certain 
people, a close-up view (just like the movies) is presented. The di¬ 
verse views imbue Omnicron Conspiracy with a cinematic effect 
that enhances its entertainment value. 

There are elevators, corridors, rooms and secret passages to dis¬ 
cover and explore, and, as with all adventure games, certain items 
are key to progress. Three boxes are displayed on each side of the 
main field of view, labeled FI through F6, and controlled by the func¬ 
tion keys. Each box represents a pocket in which an item may be 
carried such as a badge, metacard—"Don't leave home without it"— 
and ALSWELL (automatic laser system with energy light load), a 


gun for blasting bad guys. 

At the top of the screen is a horizontal "rest bar" which shrinks 
as Ace becomes fatigued; our hero requires an occasional nap. If 
allowed to pass out from exhaustion, Ace has another adventure 
on his hands: He must recover his ALSWELL and metacard from 
those who pilfered them. 

At the bottom of the display is the "life" bar that indicates Ace's 
life expectancy. There are many creative ways for Ace to meet an 
early demise. Fortunately, the Falcon's medical sensors know when 
Ace has been damaged. The Falcon will automatically beam him 
up so the nurse droid can attempt to resuscitate him. This works 
a couple of times per game. 

The player must avoid the temptation to shoot first and ask ques¬ 
tions later; Ace Powers is not above the law. Recognizing the bad 
guy sometimes means that the player must wait until he is shot 
at first. Fortunately, Ace can withstand a few laser blasts, but he 
must react quickly. 

When the player comes in contact with a character, a dialogue 
may take place, at which point a small interaction menu pops up. 
There is no parser in this game: Only logical interactions that the 
game understands are available, such as "converse." This may turn 
off advanced adventure game players, but most will find that it en¬ 
hances game play by eliminating frustrating trial-and-error commands 
to a user-hostile parser. Sometimes the characters offer hints, in¬ 
sults or a taste of their own blaster. Each character is unique and 
well defined, and after a few games, they become quite recogniza¬ 
ble; the player will know the proper actions to take. 

The manual is very complete. Instructions for installation on a 
hard drive are included, but the program is "keydisk" protected. (The 
original disk must be in one of the floppy drives when it is run from 
the hard drive.) Five pages of the manual are dedicated to game- 
playing hints and solutions, a very nice feature. It is brief in con¬ 
tent, so as not to spoil all of the elements of surprise, but is quite 
helpful in solving important puzzles in the adventure. 

Omnicron Conspiracy is a spoof of many popular science-fiction 
themes. It’s humorous, entertaining and a lot of fun to play. It’s a 
highly stimulating game of space adventuring and sleuthing for 
beginner-to-intermediate-level adventurists. 

—Matthew Ratcliff 

Epyx, 600 Galveston Drive, 

Redwood City, CA 94063; (415) 366-0606. 


Star Saga One: 
Beyond The 
Boundary 

MasterPlay 

Versions: Apple II ($79.95), Apple IIGS ($79.95), 

IBM PC ($79.95), Macintosh ($79.95) 

I t’s 2815 A.D. and interplanetary travel has been possible for 
several hundred years. Yet despite this fact, the vast majority 
of the human race is stagnating behind a self-imposed bound- 
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ary around their nine colonized worlds. This border was established 
after a severe space plague threatened mankind's existence in 2490 
A.D. Currently, travel is possible to the galactic fringe just outside 
the boundary, but only with the stipulation that those leaving may 
never return. Consequently, the fringe is full of an odd assortment 
of people from scientists to pirates. It's as much a frontier as the 
Wild West was in its heyday. 

Star Saga One: Beyond the Boundary bills itself as an interstellar, 
interactive, role-playing space opera. Translated, that means a quite 
original multi-player, multimedia computer role-playing game. The 
contestant may adopt the persona of one of six pregenerated charac¬ 
ters. Each of these has a unique history and personality traits rang¬ 
ing from criminal tendencies to religious fanaticism. The sextet 
represents a wide range of professions: pilot, priest, smuggler, mystic, 
professor and engineer. Some of the character goals are not well 
defined at the beginning of the game and must be "discovered" as 
the game progresses. 

Star Saga eschews the somewhat common theme of galactic con¬ 
quest and seemingly endless combat. Instead, it focuses on explo¬ 
ration related to the character's goals and the economic trade 
necessary to keep him or her viable. Character development con¬ 
sists of improvement of personal offensive and defensive capabili¬ 



ties (via armor and weapons! end an upgrade of one’s vessel. There 
are no hit points involved, and although combat is more bloodless 
than players have come to expect lately, it is handled smoothly in 
keeping with the rest of the game's operating system. 

Game play is straightforward. Each turn, the player picks the next 
step of his or her on-screen protagonist. Game tokens are moved 
over a full-color galactic map gameboard, to keep track of each play¬ 
er's position, and the moves are also entered into the computer. 
The computer-guide tells that player the location of a text passage 
to be read, keeps track of all the accomplishments of each persona 
and resolves the effect of the move on the universe. 

Star Saga is definitely not a linear game which forces players 
to complete all action in a given area before proceeding to the next. 
Travelers have myriad options in the establishment of successful 
trade routes and the manner in which they choose to pursue their 
ultimate goals. The computerized game master does provide subtle 
nudges here and there, however, to keep players from losing sight 
of those goals. 

Naturally, the game is best when played with others, due to the 
interaction it generates; but solitary play is also exciting and challeng¬ 
ing. Furthermore, once the game has been completed as one charac¬ 
ter, the player can choose to continue exploration and discovery with 
that persona or begin a new game with one of the others. Each 
one’s goals are so different that every playing session holds new 
possibilities and excitement. 

The universe the players occupy is well constructed and of truly 
epic proportion: It is detailed in 13 separate booklets with a com¬ 
bined total of 624 pages. It is somewhat imposing to begin a game 
with a group of manuals that weighs several pounds. Fortunately, 


it is not necessary to read all these entries in the course of any 
game. Instead, the descriptions form a set of personified reference 
atlases to guide the players during the course of the game. 

The average complete game lasts about 75 hours, but game saves 
are easy. More important, the game allows characters to be tem¬ 
porarily suspended or added at any point, without inhibiting play 
whatsoever. This feature, combined with the fact that individual turns 
may be accomplished quickly while others are still checking the 
results of their own turns, creates a rare combination: a fast-paced, 
user-friendly, multi-player game. 

The authors of Star Saga One— Andrew ( Wizardry) Greenberg, 



Michael Massimilla, Rick Dutton and Walt Freitag—say this game 
is only the first of a trilogy. By the time players have invested the 
hundreds of hours necessary to fully explore the universe in Star 
Saga One: Beyond the Boundary, MasterPlay will be ready to con¬ 
tinue the quest. Star Saga Two is currently in development. Until 
then, may the solar winds be at your back and the high road rise 
up to meet you in your journeys along the galactic fringe. 

-H. E. Dille 

MasterPlay, 8417 Sun State St, 

Tampa, FL 33614; (813) 888-7773. 


War in 

Middle Earth 

Melbourne House 

Versions: Amiga ($49.95), Apple IIGS ($49.95), 
Atari ST ($49.95), IBM PC ($49.95) 

S everal publishers have tried to recreate the magic of J.R.R. 
Tolkien’s Lord of the Bings, but the sweep and scale of the 
fantasy epic has always defeated traditional simulation 
techniques. Synergistic Software has easily done the best job so 
far, thanks to its unique multilevel play format. 

War in Middle Earth uses variable scale, real-time action and digi¬ 
tized graphics, and an icon-based control scheme simulates all the 
action of Middle Earth from the clash of armies to individual character 
interaction. As in the trilogy, victory requires destruction of the One 
Ring in the flames of Mt. Doom to deny Sauron its power. The play¬ 
er can either gather the Fellowship and follow Frodo’s route in the 
books or attempt to discover a new path to triumph. (For instance, 
it is possible to win without visiting the Ents or enlisting the aid 
of Gollum.) 

The computerist battles both Sauron's evil minions and the press 
of time to accomplish the mission; time is the greater foe. The play- 
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Now you can play an electronic version of 
TSR’s SNIPER!” war game solo or man-to-man 
against other Sniper players. Right from your 
computer keyboard 
Choose your mission and re-create the 
unpredictable, explosive flow of World War n 
combat in close-quarter, house-to-house 

• raids or patrols, whether you’re 
an unprotected American under 
i German sniper fire or a French 




m 


squad leader advancing men 
through an enemy-held village 

All you need to play the SNIPER!” game 
and many other challenging interactive games 
on CompuServe is a personal computer; 

' a modem, and a CompuServe membership. 
Tb join, call 800 848-8199. If you’re already 
a member, type GO SNIPER 
at any [prompt 0ampaSe[W . 
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er's allies begin the game scattered across the land, but only Gan- 
dalf or the receipt of a special gift can rouse them to action. Any 
player who doesn't marshal all allies and set up defensive positions 
early will be overrun by the first enemy attack. During battle, the 
player can order a unit to do one of four things: charge, engage, 
' )t. Skirmishes are decided based on the strength 



Time Bandit 

(Version 2.1) 

Microdeal 


level or manipulate the heroes in the side-perspective animation level. 

On the animation level, individual characters gain information from 
the wise and find useful objects. Impressive digitized graphics pro¬ 
vide a detailed background for the characters as they walk along 
a path or camp for the night. 

On the full map level, players can oversee 
easily study regions distant from the [ 
strategic military simulations should adopt 
eliminates a lot of tedious scrolling. 

Most of the game's action takes place at 
on this level that the computer moves parties, splits up gi 
characters to existing parties and bring new forces ' 
the course of the game. 

While the computerist can use a _ 
phases of War in Middle Earth, it is impossible to play the game 
without at least some minor keyboard input. It is necessary for such 
operations as quitting or muting the music. 

Half of the documentation is devoted to a synopsis of Middle Earth 
history. This is a thoughtful inclusion, though it is marred by 


S ubtitled 'The Adventure Arcade," Dunlevy and Lafnear's Time 
Bandit is based on a fascinating and novel concept: an ad¬ 
venture landscape where each location is a different 
mini-game. A legitimate classic, Time Bandit is like a many-faceted 
jewel: Each subsequent look reveals new delights. Though the ex¬ 
cellent Atari ST version has been available for several years, the 
IBM PC version is a major new addition to the PC-compatible game 

The player is cast as a titular Time Bandit, one of the soldiers 
of fortune who move freely through time and space in search of 
adventure and treasure. The game is set in Timegates, a kind of 
focal point for the various realities, through which the user(s) can 




visit dozens of different game areas. There are six time periods: 
medieval Fantasy Land, the Old West, the Future, Ancient Egypt, 
Deep Space and Arcadia. Each period has 16 lands, many of which 
include upper and lower levels. 

Each land is represented by a portal, which serves as its entrance 
point. Moving into a portal transports the player/character into the 
game that land comprises, along with whatever evil guardians are 
trapped at the time of the player/character's appearance. Some of 
these mini-games are tiny, text-based puzzle dungeons, complete 
with simple parsers that allow the player to access objects and an¬ 
swer questions. Others are straightforward action/strategy games 
and, in Arcadia’s Shadow Land, there’s even a Pac-Man- style maze- 


either category. Poor artificial intelligence makes the robot opposi¬ 
tion too repetitive and predictable for a hardened wargamer, while 
the characters aren't quantified in as great detail as in titles like 
Pool of Radiance or Bard's Tale. 

But as a total gaming experience. War in Middle Earth is appeal¬ 
ing for fantasy lovers in general and admirers of Tolkien's trilogy 
in particular. It is easy to play, has excellent graphics and captures 
the flavor of Lord of the Rings. 

-Vince Puglia 



ts of information scattered through- 
Once inside a land (comprised of an action/strategy game) the 















player/character is relentlessly pursued by the evil guardians through 
mazelike corridors until he finds a key and takes it to the blinking 
lock. Meanwhile, the maze is apt to contain clues, objects and in¬ 
structions which must be investigated, while the on-screen character 
tries to avoid destruction at the Guardians' hands. 

An especially welcome feature of Time Bandit is the Dual Play 
option. This allows two gamers to simultaneously compete, with 
each player having the ability to interact, for good or ill, with the 
opposition. 

The multi-directional scrolling and tiny graphics are all smoothly 
wrought, and the new IBM PC version, by Purves and Lafnear, is 
an especially delightful surprise. It contains all the elements that 
made Time Bandit so successful on the ST and Amiga. Microdeal 
even makes a joystick adapter cable which allows any standard Atari 
joystick—the kind of controller Time Bandit was designed to be 
played with—to be easily interfaced with an IBM PC. 

Time Bandit is a splendid achievement that should prove as 
delightful to the IBM PC segment of the computer marketplace as 
it has to Atari ST and Amiga owners. 


MicroDeal, 576 S. Telegraph, 
Pontiac, Ml 48053; (313) 334-5700- 


Reel Fish’n 


Versions: IBM PC ($49.95), 

Amiga ($44.95), Atari ST ($44.95) 

T his is not ”oT lazy summer days at the holler with a bam¬ 
boo pole and bent pin,” Son. This is real work. Roger Da¬ 
mon, the author of this bass-fishing simulation, spells it 
out: “The largemouth bass is one of the most unpredictable fresh¬ 
water game fishes around_Finding, then catching, this charac¬ 

ter requires concentration, understanding, creativity, knowledge, luck 
and a few other things. It's usually not easy and sometimes not 
fun. It's a game of odds." 



Reel Fish'n simulates just about everything but the mosquitos and 
the sunburn, to bring bass fishing to the computer screen. Possibly 
the most whimsical element is the requirement that the gamer ob¬ 
tain a fishing license at the beginning of play by entering a valida¬ 
tion word from the manual. Other than that, the program tries to 
realistically recreate the fishing experience. 

There are 20 good bass-fishing weeks in the year. Alas, even in 


this simulation, it's not possible to just cast cares aside and an¬ 
swer the call of the wild. The amount of money available depends 

amount to fish on any of the available lakes, to buy lures, rent boats 
or to obtain any other equipment. 

The fishing day really begins in the kitchen. Here the fisherman 
checks the weather update on the radio and gets the fishing tip 
of the week from The Bass Book. The anxious angler can also look 
over the fishing log (which charts his or her progress up through 
the previous week) and, most important, select from the map which 
of the eight available lakes (each with its own rates and charac¬ 
teristics) to fish that day. The tackle shop is just an optional stop 
on the way to the lake for an already well-equipped sportsman. The 
new fisherman has no lures in his tackle box, so this must be the 
first investment. There are 16 types, all described thoroughly in the 
manual, each suitable for different fishing techniques. 

At the lake, the left side of the screen presents the shoreline and 
pier with the boat in an overhead view. The right side of the screen 



contains a schematic of the boat with its live well for fish caught, 
anchor, tackle box and motors (gas and electric). Also pictured is 
the lake map, plus a clock and a reel-speed indicator. If the angler 
owns a depthfinder, its screen is visible at the bottom of this section. 

The computerist can use a joystick, keyboard or (the preferred 
method) mouse control to steer the boat to a suitable site on the 
lake. (The depthfinder, if there is one, takes a little of the luck out 
of finding a likely location.) The maneuver takes some practice to 
avoid going in circles or bumping into the shore. Once the rod 'n' 
reeler picks a spot and drops anchor, bait is chosen: The tackle box 
opens to display a collection of lures. The line is then cast to the 
spot in the water selected by the cursor. The compu-caster must 
pick a point that can be reached without crossing an obstacle or 
the line will snag. If this happens, it must be cut and results in loss 
of the lure. 

Retrieving the cast lure gets its own screen. The rod and line, 
visible in the main window, are mouse-controlled. In a small under¬ 
water view in the corner, the lure's action is seen as it is drawn 
back toward the boat. This is a nice display of how differently these 
fish-enticers move in the water. 

Compu-fishers who stay with it long enough to develop good skills 
may compete in tournaments. These three-day events are held at 
one of the lakes each week of the fishing season. They cost $500 
to enter, but the prizes are very attractive. If the player ranks third 
or better in one of the weekly tournies, there are invitational tour¬ 
naments during the fifth and 15th weeks. With attractive purses, 
the object may not just be to win the tournament. Like every real- 
life reeler, there are costly dreams of more lures, better equipment, 
a depthfinder and perhaps even a special boat. 

The graphics, especially those for the Atari ST version, are ex¬ 
cellent. ( Reel Fish'n was originally released for the Atari ST under 
the name of Gone Fish'n .) By comparison, the CGA version for IBM 
PC machines looks diagrammatic, and in the Tandy 1000 series, 
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team PSt is on its way to o Cinicrella 
success start in the Super Paige Pall 
mm Cup Cliaiupianships. from eat of 
nowhere, this scrappt hunch of rookies 
is atvancing to the final rouni of com¬ 
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16-color graphics are not supported. 

The lake scene is particularly good-looking, studded with lilypads, 
tree stumps and other line-snagging debris. The on-screen scale 
that weighs the fish is an appealing depiction of the catch of the 
day. On the other hand, the equipment is not too attractive. The 
lures are large and clunky and do not reveal the elegantly delicate 


Life & Death 



beauty that makes these hand-crafted devices so collectible. They 
look oversized and awkward in the tackle box. But, when they slice 
through the water, some of their grace does shine through. 

Is there anyone among us who hasn't, at one time or another, 
decided to chuck it all and go fishing instead? Reel Fish'n can satis¬ 
fy some of those urges with a short electronic vacation. Sometimes 
a quick hop down to the old fishing hole is just what you need to 
put the rest of the world in focus. 

—Ross Chamberlain 
Electronic Arts, 1810 Gateway Drive, 

San Mateo, CA 94404; (415) 571-7171. 


Versions: Amiga ($49.95), Apple IIGS ($49.95), 
Atari ST ($49.95), IBM PC ($49.95), Macintosh ($49.95) 

L ife & Death is another example of computer software as 
Fantasy Island. Just as flight simulators allow the com- 
puterist to take joy rides in supersonic jets and auto simu¬ 
lators permit users to take the world's most exotic and expensive 
spons cars out for a spin, Life & Death works around an even more 
compelling flight of fantasy: the computerist as surgeon. 

Surgeons have been the gunslingers, the glory boys of the medi¬ 
cal profession since World War II, when the sheer volume of bullet- 
riddled bodies on which to practice led to surgical innovations such 
as closed- and, eventually, open-heart surgery. 

Life & Death lets the user don gloves, gown and mask to play 
the surgeon role to the limits of modern technology. The player at¬ 
tends medical school, visits patients, offers a diagnosis, runs tests 
and even takes scalpel in hand, when all else fails, for some cutting 
and strutting in the O.R. 

Life & Death is not a perfect program: The tutorial quality that 
often surfaces requires the user to learn a lot more about cutting 
and stitching than they probably ever intended. The computerist must 
also perform a litany of pre-surgical procedures that suggests a fix¬ 
ation with pointless detail. Requiring the user to scrub the patient 
with a sterile wash, prepare the intravenous injections and even 
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TRI-COAST INTERNATIONAL, INC. 

1020 Pico Boulevard 
Santa Monica, CA 90405 
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Cyber Cop takes 3-D Vidgame software to 
new heights in this exciting, fast-paced, arcade 
action adventure. You are the Law and the 
Rebels are ready for you. Will you survive? Find 
out now, at your local software retailer or order 
direct from PSI. 


Zombies: Undead or Alive! gives new mean¬ 
ing to horror, it's the first 3-D Horror Vidgarrief 
The realism is astonishingly frightening. The 
action is increasingly fast-paced and gory. Only 
the fittest will survive. Can you? Find out now 
at your local software retailer or order direct 
from PSI. 


‘Multiple Random Events— 
IMo Two Games are Alikel 


i Highview Avenue 


; $2.50 postage 


PSI is a Registered Trademark of Pedersen Systems. I 
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LET THE GAMES 
BEGIN. 



Whether you stand poised 
for the tip-off, hang tough for 
the face-off, or get set for the gun, 
get ready to give Konami® sports 
for Nintendo® everything 
you've got. Because, against a 
friend or the Nintendo 
Entertainment System? it'll take 


the hottest 
hockey game 

on ice, with bone jarring action featuring in-your-face slams 

and full-blown fights. and 3 point bombs. 


& KONAMI 














Readers: The advertiser information card located between 
pages Q] and Qj] will put you in touch with the advertisers 
of this magazine directly, and free of charge. All you need 
to do is circle the numbers on the card that correspond to 
the products you want more information about... it’s that sim¬ 
ple. It would also help us if you would take the time to an¬ 
swer the questions on the card. Thanks for your cooperation. 



CIRCLE #145 ON READER SERVICE CARD. 


1*56 


Modem ownersl VG&CE can be reached 
happy to hear from you. Electronic Mail can 

VompuSe™e°7OOO7,3V4 Wm0 ^ ^ 
GEnie: VIDGAME 
DELPHI: ANAL0G2 
MCI Mail: VIDGAMES 
If you'd like more information on how these 

them 7 call 6 and tell them VideoGames & 
Computer Entertainment Magazine sent you! 

CompuServe: 1-800-848-8990 
GEnie: 1-800-638-9636 
DELPHI: 1-800-544-4005 
MCI Mail: 1-800-444-6245 



UideoGames 

& Computer Entertainment 

Coming Regularly, 

Change of Address to: 


P.O. Box 16927 
Hollywood, CA 916 
818-760-8983 
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IE MAN WIPED OUT EUROPE 
NOWHET 






Are¥)u 

Quick Enough For 
Mappy-Land? 



Finally, you can take 
Mappy, the arcade 
smash-hit, home for 
play on your Nintenc 
System? Introducing 
Mappy-Land? the 
game where Mappy 
the policeman takes 
you on four adven¬ 
tures through eight 
different stages. 

Fight your way 
past enemy Mukies. 
Search for secret 
entrances and exits. 


Leam to use fancy 
weapons. Win big 
bonus points. But 
you'll have to be light¬ 
ning quick to master 
this action-packed 
adventure! 
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Here’s your chance to see 


You've spent some time behind the 
triggers of a plasma-drive galactic 
fighter. And more than one horde of 
fungal-faced aliens has bitten the 
interstellar dust for standing in your 
way. But now... 

Star Soldier Sweepstakes! Over 
100 Prizes! Anyone can win! 

Here's your chance to hobnob with the 
enemy. 1st PRIZE: One lucky hero 
will win an all-expenses-paid trip to 
Disney/MGM Studios (home of the 


alien) for himself and his family. 2nd 
PRIZE: Another savvy fighter will 
receive a Sony portable steieo/CD 
player. 3rd PRIZE: One more galactic 
pilot will win a Casio digitizing 
sampler keyboard. 4thPRIZE: One 
hundred electronic warriors will 
receive sizzling pre-release copies of 
the next fast-action Tbxan game, 
before they hit the stores. 
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Real's 1 ' 0 


Battle these and other contact sports fighters! 


Flying Dragon is the first agjon 
game to depict the offensive 
and defensive moves of kung-fu 
with this level of realism^ 
Now you can feel the thrill of 
defense, the key to the martial 
arts. There’s also sidetoays- 
scrolling action and elements 
of role-playing adventure. It’s 
three thrilling games in one. 


At last, the definitive kung-fu^mon\game 
is here . It’s the fighting gfme for K all I 






World Conquest Board 
Game Fought in 
the Nuclear Age 



■in^Tlrlm 

Wanted 


Nintendo Cartridges 


$11.00 per Game 



We also Sell New and Used 


Nintendo Cartridges 

Call (209) 432-3072 for 
Price and Availability 
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Drive 

yourself 


and came gut as surefire 
umm.is ' - 

Games Uke Pac-Man, 

Of all the games for play Gauntlet, RBI Paschal! : . 
on the Nintendo tr\ter- ■/; ' And now, Supo'Sprint. : ■ 

tainment System" nothing All ready for play bn 
delivers performancelike . youf NKS.arid available at 
games 1 fromTengSn. ■' V yoitt'ftvdrite retailer today. 

Because every title We ; Don't nsfi^s||pgtrtt . 
release has already been . merit wjm 'fflpkiwhs Ga 
test-driven on the toughest witlfproven arcade Hits ■ 
.course, of all the arcades. .. ffom.Tehgen. 

: • And every'cine of them • .. . And drive yourself wild 
smutted the competition .- with fun aruf.excitement! 
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BAD DUDES MAKES 
DOUBLE DRAGON PALE 
BY COMPARISON 


Ask anyone who's played them both in the arcade. Bad Dudes is 
clearly the game of choice. It's no contest. 

BAD DUDES has better graphic. Better action. Better playability. 
From the arcade to the Nintendo to computer formats, you can 
count on a better game with BAD DUDES. And we're even 
available on more systems than they are. 

The joystick play is incredible-fast, smooth and responsive. 

And the game play and graphic of the home versions are 
amazingly true to the arcade original. 

Check it out for yourself. The martial arts excitement of 
BAD DUDES makes Double Dragon play like a dinosaur. 

One soon to be extinct. 

BAD DUDES. From Data East. Now available on Commo¬ 
dore, IBM,Tandy, Amiga, Atari ST and Apple II personal 
computers and the Nintendo Entertainment System. 




^SjEAST 


1850 Little Orchard Drive, San Jose, CA 95112 (408)286-7 














Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity. 
Please visit us www.retromags.com 


Thank you! 


>fif is made 


from these scans, nor do we offer anything 
from the publishers themselves. 


'oss anyone selling releases from 
not support them and do let us know. 





